Sonic s E Back fora 
New Genesis a dventure-— 


THE GREATEST 
PLAYOFFS IN 
NBA HIST 


Its showtime. Bulls vs. Lakers & the NBA" Playoffs” 
The new updated version of the game awarded 


GENESI “Genesis Sports Game of the Year” 
GENESIS) py Game Players 

Bulls vs. Lakers raises pro basketball to new 
heights. With twice as many teams: all 16 of the 
1991 NBA playoff contenders plus both All-Star 
squads. More signature moves and more tasty 
сы than a СОА Better defensive 
control and shot 
blocking. Even the 
exclusive EASN 
“T” Meter” to help 
you sink those 
critical free throws. 

And, of course, 
you get to play 
with the best guys ever to lace 
up a pair of hightops. High altitude acrobats 
Use the EASN "Т" Meter to control the like Jordan, Drexler Kemp, and Malone. Dead-eye 
re асошасу о fee тои Sink shooters like Bird and Mullin. Rebounding monsters like 


Barkley and Hakeem. 
CHICAGO 


| 1 SEATTLE 
NN. ECKE 7 SUPERSONICS 


You get the entire cast that staged ће most electrifying playoffs D 
in NBÀ history 

Start with all sixteen teams. From there, the action only gets 
more intense. Establish your 
inside game. Hit a few treys. Play 
tenacious “D With the right 
moves and a little luck, you just might 
advance to the championships. 

As youd expect, EASN covers every bounce 
of the ball. Capturing every brick that clangs off 
| the rim, every squeal of $159 sneakers 
on hardwood. 

The networks expanded coverage 
includes instant replays of everything that 

^ happens on the court Timely stats. Scores from 
other games. s Hohlghs Е Even the EASN pre-game and half-time show. 


+ _____- Jordan always Hakeem, the 
signs his biggest rocket, 
signature with will increase 


a flourish: his patented Air Reverse. your frequent flyer mileage. 


Leave the 
defense flat- 
footed with 
Hardaway. 5 unstoppable UTEP 2-step. 


Play with Talk about 


re When Bird 
м 


Sir Charles takes to а power 
and hang the sky, you or ward. 
around with basketball royalty. know Larry Legend's good for three. ә like Malone. 


Jump at this chance to join basketballs elite. 
Visit your local EA dealer or order by phone z^ 
any time: (BOO) 245-4525. 

And play with the champions of the NBA. 
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The word from the video-game theater of operations is clear: You'll take on enemy tanks, helicopters, and SCUD 
Super Battletank: War in the Gulf performs brilliantly on the launchers, and experience searing sound effects and spectacu- 
Super NES™! lar digitized graphics that will make you feel you're right at the 


One of the most realistic, authentic military games ever created, 00/8 of the Persian Gulf War! 
Super Battletank puts you, an Allied Forces tank commander, Апа coming soon: Super Battletank on the Sega™ 


in charge of the devastatingly powerful МТАТ battletank, Genesis™! 
armored warfare champion of Operation Desert Storm. Designed by Garry Kitchen and Alex DeMeo. 
OFFICIAL 
ABSOLUT E | QUALITY 


Published by Absolute Entertainment, Inc., 251 Rock Road, P.0. Box 116, Glen Rock, NJ 07452. Tel: (201) 652-1227 


‘Super Battletank: War in the Gulf is a trademark of Absolute Entertainment, Inc. All rights reserved. Absolute Entertainment is a registered trademark of Absolute Entertainment, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System , Super NES, 
Nintendo Power and Nintendo Seal of Quality are trademarks of Nintendo of America Inc. ©1992 Nintendo of America Inc. Licensed by Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. Sega, Genesis and Sega Seal of Quality are trademarks of Sega 
Enterprises Ltd. ©1992 Absolute Entertainment, Inc. All rights reserved. 
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Cover: VG&CE and Sega bring you a 
first in electronic-gaming journalism, 
a preview and special collector’s 
hologram of Sonic 2. Turn to page 36 
for an exclusive preview of Sonic 2 


that VG& Executive Editor Andy 
Eddy was invited to Sega for. 


Cover hologram: Light Impressions, 
Inc. of Santa Cruz, California. 


VOLUME IV, 


FEATURES 


80 
SEARCHING FOR 
THE DARK WORLD: 
A PLAYER’S GUIDE TO 
ZELDA Ill, PART II 
by Clayton Walnum 
This month we discover new secrets as 
well as visit the Tower of Hera, 


the Dark World, the Lost Woods 
and Hyrule Castle. 


94 


PARAGON'S PROGRESS: 
A LOOK AT MICROPROSE 
GREENSBURG 
by David S. Moskowitz 
Recently, David visited the new MPS 
Greensburg division for an exclusive 
behind-the-scenes look at some exciting 
software soon to come. 


ISSUE 10 


REVIEWS & PREVIEWS 


36 


AN AMUSEMENT PARK CALLED 


SONIC THE HEDGEHOG 2 
by Andy Eddy 
Join Andy as he takes an official sneak- 
peek tour of Sonic 2 for the Genesis and 
Game Gear. Also, preview two hot new 
Genesis games for the near future. 


SEGA CD SPECIAL PREVIEW 


by Mike Davila 
The much anticipated Sega CD is finally 
on its way. Take a look at the hardware 
behind the machine and preview the U.S. 
and Japanese software lineups. 


50 


VIDEO-GAME REVIEWS 
Soulblazer, Shapeshifter, Team USA 
Basketball, Super Bowling, Goal! Two, 
D&D: Warriors of the Eternal Sun, Order 
of the Griffon, World Heroes, Clue, 
Spider-Man: Return of the Sinister Six, 
New Adventure Island, Super High 
Impact, TMNT IV: Turtles in Time, 
Gargoyle's Quest II, Jennifer Capriati 
Tennis, Dead Moon and The Duel: Test 
Drive II. 


OCTOBER 1992 


GAMING ON THE GO 
by Chris Bieniek 
Batman Returns, WordZap, Shadow of the 
Beast, Indiana Jones and the Last Crusade, 
Star Wars and Pinball Jam. 


98 


COMPUTER-GAME PREVIEWS 
Car and Driver, Liberty or Death, 
Spelljammer, Dark Sun ала El Fish. 


102 
COMPUTER-GAME REVIEWS 
Dune, SimLife, Rampart, Indiana Jones 

and the Fate of Atlantis, Guy Spy and the 
Crystals of Armageddon, Dagger of Amon 
Ra, Pacific Islands, Spellcraft: Aspects of 
Valor, Pit-Fighter апа Prophecy of the 
Shadow. 
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s far as we 

know, this 

is a first in American elec- 
tronic-gaming magazines: a collec- 
tor's edition hologram on the cover. 
Thanks go to the hologram-cre- 
ation talents of Light Impressions 
(of Santa Cruz, California) for help- 
ing us put it together. As well, we'd 
like to thank Sega for its assistance 
and cooperation. 

Which leads us to why the holo- 
gram is there in the first place: 
We'd like to be the first to 
show you what excite- 
ment you face with the 
upcoming release of 
Sonic 2 on the Genesis, 
as well as a sneak peek at 
other Sonic sequels on 
Sega's various game machines. We 
think you'll agree that they main- 
tain the spirit of the original Sonic. 

But that's certainly not all. This 
issue also features what you can 
expect to see when the Sega CD 
Multimedia Entertainment System 
is released later this year. There are 
many details left to be determined, 
but we're offering a good primer of 


shelves in short order. 
We also bring you a behind-the- 
scenes look at the game develop- 


ments that MPS Greensburg (for- : 


merly Paragon) is undertaking on 


the computer-game side. Add to : 


that our full slate of reviews, tips 


and tricks, news and previews, and : 
: IP33. Follow the prompts for more 
Of course, that's hot enough, but 


you have a very solid issue, right? 


we don't want to cut short how 


VG&CE extends beyond the printed 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


what you'll be seeing on store : 


page to give you 
info on what's tak- 
ing place in the realm of electronic 
games. For example, we are avail- 
able on a variety of on-line ser- 
vices, where you can send us mes- 
sages or Easter eggs, ask questions 
and more. Turn to page 12 to see 
how you can get in contact with us 
using your computer and modem. 

Our main source of electronic 
messaging, however, is on the Del- 
phi Information Service. Our 
“World of Video Games 
SIG” (special interest 
group) features a forum 
and real-time conference 
area where you can leave 
messages and have a con- 
versation with our editors 
and writers. The database houses 
computer files, including a recent 
addition called Game Bytes. It's a 
free (other than the cost of down- 
oading) electronic “magazine” 
with reviews of new computer and 
video games; in some cases, the 
editors have included screen shots. 
Our database also has a section for 
preview screens of not-yet-released 
games, which you can download 
and view on your computer. 

This is how VG&CE goes the 
extra mile for you. Stick with us, 
and we'll keep you informed. 


1 Thanks for reading VG&CE. 


(To sign up for a Delphi account, 


: call (800) 365-4636 from your com- 


puter, then enter the password 
information.) 


—Andy Eddy, Executive Editor 


n THE TERROR! _ 


> 


> 


7 Must find a Queen Alien: The closer you get, the more Aliens | you find...better not have them - 


ON GENESIS AND GAME GEAR) 


The Xenomorph are fast, spit acid and are rightbehind YOU! The motion tracker 


is your only warning, No time to think, no time to catch your breath...RUN! 
Can't see very far ahead in these air ducts. Hard to breathe. Face-huggers can be anywhere. 


find you first! = 
Just keep telling анан “THIS ISN'T REALLY HAPPENING..ITS ONLY А GAME.” 


| COLON PORTABLE VIDEO GAME SYSTEM | ARENA Ф _ 


Alien ЗТМ & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Sega™, Game Gear™ and Genesis'" are trademarks of 
Sega Enterprises Ltd. Arena Entertainment™ is a trademark of Arena Entertainment. © 1992 Arena Entertainment. All rights reserved. 


Screens shown аге! taken from Alien 3™ Sega™ Genesis™ format. 
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| QUESTION: 
How do I get higher scores? 
ANSWER: 
Turbo Touch 360" 


QUESTION: 
How do I eliminate thumb fatigue 
and blisters? 
ANSWER: 
Turbo Touch 360" 


QUESTION: 
How do I get better diagonal and 
circular control? 


ANSWER: 
Turbo Touch 360" 


QUESTION: 
How do 1 get more “into the game”? 
ANSWER: 
Turbo Touch 360" 


QUESTION: 
Where do I get it? 


ANSWER: 
At your Video Game Retailer! Now! 


TURBO TOUCH 360" 


Technology Break-through in Video Game Control 


For use with Sega Genesis® 
and Master System® 


Gives you easy Gives you Faster movement for No more blisters or 
diagonal control circular control higher scores “numb thumb” 


Extensively consumertested with game players, software developers and 
game reviewers, the Triax Turbo Touch 360 video game controller brings a 
new dimension of control and comfort to video game playing. It’s a break- 
through product, offering the benefit of higher scores and longer play without 
“thumb fatigue”. Just pass your thumb or index finger over the control For use with Super Nintendo 
sensor—you don’t have to push down. And, thanks to better diagonal and E бе 
circular (360°) control, the newest and most challenging games are easier 
to control and more fun to play. TRIAX is so confident that the Turbo Touch 
360 will improve your performance that, if you’re not getting higher scores 
after thirty days, we'll refund your purchase price (see box for details). The 
Turbo Touch 360 is the right product at the right time. 


A TRIAX 


Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 


Patent Pending. Sega, Genesis, and Master System are registered trademarks of Sega of America, Inc. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo Entertainment 
System (Super NES) are registered trademarks of Nintendo of America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Controls, Inc. ©1992, Triax Controls, Inc. 
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A CLASSIC REQUEST 

After reading your July ‘92 issue | 
just had to write and comment on 
two different references to a com- 
mon problem in the video-gaming 
world. The first reference to the 
problem came in Andy Eddy’s open- 
ing editorial, and the second in the 
Game Doctor's reply to a letter com- 
plaining about the Game Genie. 
That problem is the lack of truly 
enjoyable games to play on today's 
systems. 

Andy Eddy's editorial hit the 
problem on the head when he point- 
ed out that if the games aren't fun, 
even the best system specs won't 
make them any better. He sees sim- 
plicity and durable game play as the 
defining features of a great game, 
not how good the graphics and 
sound are. The last time | checked, 
the great board games that have 
endured over time had rather poor 
graphics—you know those plastic 
things don't really look like hotels in 
Monopoly—and no sound at all. The 
same is true of many of the best 
video games. They were simply 
fun to play and easy to grasp. 

Why aren't the games that 
much fun to play anymore? 
The Game Doctor had it pegged. 
Too many games today require you 
to "conquer" them. Once that is 
done, the game loses its appeal. 
Classic games like Missile Com- 
mand, Asteroids and Tetris cannot 
be conquered. You can get good at 
them, but the end is always that you 
lose your last man and the game 
beckons you to see if you can reach 
just one more, more difficult level of 
play. The "conquerable" games also 
all too often take the shape of a hori- 
zontally scrolling, run-and-jump 
contest. It almost makes you wish 
Pitfall had never been written, the 
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way companies keep coming out 
with these "me-too" rehashes of 
what is becoming an extremely tired 
play mechanic. How about a little 
more originality and variety? 
Once again, game manufac- 
turers: Graphics and sound do 
not a game make. They may - 
enhance a game's overall 
appeal, but they are no substi- 
tute for good, solid fun. 
Thanks for the opportunity to get 
on my soapbox. 
—W. Jayson Hill 
Knoxville, Tennessee 


Right you are, sir. There appear to 
be a lot more followers in the indus- 
try these days than there are lead- 
ers, but it's sad, because that's what 
will cause people to turn away from 
the electronic games. When con- 
sumers get burned too often— 
especially when game prices 
reach closer to $100, or more 

when you consider the cost of 
Neo*Geo games—it's not hard 

to believe that they will go else- 
where for their entertainment. 

While we don't wish that Pitfall 
wasn't introduced, we certainly 
would like some more creativity in 
game design. Me-too-ism runs ram- 
pant. However, even a game like 
Tetris can get a face-lift and be fun 
again. Just look at the recently 
released Super Tetris for computers. 
It features, for the most part, the 
same play mechanic as the original 
Tetris, yet it adds some new 
nuances: bombs that appear as 
dropping pieces when you complete 
lines; treasures that provide strate- 


gic benefit when they are bombed; a 
limit to the number of pieces you 
can have in a round; various config- 
urations, including head-to-head 
play by modem or network; and 
more. This takes a game that some 
people were saturated by and 
moves it in a different direction. 
A very loud bell should be sound- 
ing in some people's heads—and 
it's the sound of 1983 clanging in 
from the past. It's also a wake-up 
call to signal to people that 
there's no security in the elec- 
tronic-game industry, and not to 
rest on your laurels. If changes 
aren't made to bring more innova- 
tion to the consumer, their company 
may just dry up and blow away. It’s 
happened before, and it certainly 
can happen again. 


WRESTLING WITH A DECISION 

| don't usually buy "gamezines" 
or write letters to many companies, 
but | am having a problem. | owned 
an NES, but sold it and bought a 
Genesis, which | like better. Unfortu- 
nately, the Genesis lacks what | most 
preferred in the NES library: a pro- 
fessional wrestling game. l've 
noticed many ads in the past for 
Jesse "The Body" Ventura Wres- 
tling in magazines, but it had an "*" 
denoting the fact that it may or may 
not be released. 

1 assume there is (naturally) a 
problem with licensing after "The 
Body" left the WWF for the WCW. If 
you have any information on this 


ЧО; 


Letters to be considered for publication 
should be addressed to: Reader Mail, VG&CE, 
9171 Wilshire Blvd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 
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ADD RAZOR-SHARP SWORDS 
AND NUNCHAKUS TO YOUR 
FIGHTING ARSENAL. 


ове а Stones! 

Armed with Nunchakus, Swords, and all- 
new martial arts maneuvers, like the Spinning 
Cyclone Kick and Flying Knee Drop, defeat 
treacherous foes in China! Crush ruthless 


SAND BIKERS STALK DEFEAT THE DEADLY ROMAN Japanese Ninja Warriors! Ravage merciless 
THE DRAGONS IN THE GLADIATORS WITH ALL-NEW 
EGYPTIAN DESERT. MARTIAL ARTS MOVES. Romana rchers ! 


But beware! In Egypt, supernatural 
guardians challenge the bravest of souls...in 
the martial arts arcade adventure of a lifetime! 


AKI | ] 
zm» AClaim 

= ———— 
[Nintendo] entertainment inc. 


MARTIAL ARTS. 


YOUR QUEST FOR THE UNRAVEL THIS MUMMY WITH Double Dragon 3: The Arcade Game” is a trademark of Technos Japan Corporation. © 1990 
ROSETTA STONES IS YOUR AN INCREDIBLE Technos Japan Corp. Nintendo®, Game Boy®, Game Link™ and the official seals are trademarks of 
MOST DANGEROUS EVER. SPIN KICK. Nintendo of America Inc. Acclaim? is a registered trademark of Acclaim Entertainment, Inc. © 1992 


Acclaim Entertainment, Inc. Alll rights reserved. 
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game or any wrestling game, | 
would appreciate some sort of 
response. | have written to the 
Genesis people, but they have 
ignored me. 
—Jason Patterson 
Chelsea, Oklahoma 


DreamWorks doesn't have Jesse 
“The Body” Ventura Wrestling on its 
release schedule anymore. It’s a 
dead game. Chances are after a 
big-name wrestler like Ventura 
quits to become a mayor of a 
small Minnesota town, there 
won't be many video games 
named after him. 

However, Acclaim has two Gene- 
sis wrestling games planned under 
its Flying Edge label: WWF Wrestle- 
mania on cartridge and WWF Mega 
Wrestlemania for the upcoming 
Sega CD. Takara will also be bring- 
ing a wrestling game of sorts to the 
Genesis with King of the Monsters, 
originally made famous on the 
Neo*Geo system. Finally, rumor 
comes to us that Sega may be creat- 


ing the "ultimate" wrestling game 
for the Genesis in the spirit of 
Streets of Rage. 


FIGHTING RATINGS 

| saw your ratings for Street 
Fighter И in your June issue, yet in 
another magazine's June issue | 
read that the cart was not ready 
for reviewing, but was only a pre- 
liminary version. If so, why did 
you review it? If you had wait- 
ed to review the final version, 
the ratings would be higher 

because it's a spectacular game. 
—Yun Huh 
San Jose, California 


Though the cartridge we 
reviewed was technically a preview 
version (not a production copy), 
Capcom gave us the okay to review 
it. For the most part, it was in final 
form when we reviewed it. We 
stand by our ratings. And we agree 
that it's a spectacular дате. & 
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Humans is a trademark of Gametek, Inc., 2999 N.E. 19151 Street, Suite 800, North Miami Beach, FL 33180 
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. VG&CE can be reached on- 
with comments and hints 
be happy to hear from you. 
tronic Mail can be sent to | 
the following systems: 


CompuServe: 70007,35 
DELPHI: VIDGAMES 

GEnie: VIDGAME 
Prodigy: CKJB66A 
MCI Mail: VIDGAMES 


‘If you'd like more inform 
“how these systems operate | 
how to sign up, give them a 
and tell them VIDEOGAMES & 
PUTER ENTERTAINMENT sent you! 
__ CompuServe: (800) 848 
GEnie: (800) 638-9636 : 
DELPHI: (800) 695-4005 
Prodigy: (800) 822-6922 х 

MCI Mail: (800) 444-62; 


ana 
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You get so much out of it | 
ye put so much into it. 


because y 


the superb grapl 
into Falcon 3.0% 
incredibly real F- 
And the sensatio 
that delivers everyt 
from Instant Acti 
excitement to pl 
own Red Flag traini 
to engaging in a d 
campaign every time 
But we couldn't say it 


"Be excited. Falcon 3.0 
makes other efforts in this 
genre seem like test runs 


| Sor the real thing.” 
\ STRATEGY PLUS EDITORS 


\ “The most complete апа 
accurate jet fighter 

\ simulation to be found 
this side of a security 


clearance, Period.” 


RICHARD SHEFFIELD, 
COMPUTE 


well as the critics have “The most appealing 
it. Look at the high ma aspect is the realism. 
they’ve given Falcon 3. This is as true to life as 


Гое seen on a computer.” 


COMPUTER GAME 
REVIEW EDITORS 


"The visuals during. 
awesome.” JIM DOUGLAS, 


“If you aren't in the armed 
services-and maybe even 
if you are-this is as close 
as you can come to flying 


the Falcon.” 
PETER OLAFSON, COMPUTE 


“The graphics are stunning, 
the sound is incredible and 


the game play is a rush,” 
DAVID ETHEL, VIDEO GAMES & 


COMPUTER ENTERTAINMENT 
“It's not so much a game 
system as it is a way of life.” 
EVAN BROOKS, 

COMPUTER GAMING WORLD 


“Realistic, contoured terrain. 
Your view from the cockpit is 
the best in the flight simulator 
world. And Falcons user 


FALCON30 


= 49 


Spectrum HoloByte 


Now Falcon 3.0 

takes you places you've 
never flown before. 
Operation: Fighting Tiger" 
takes you on action-packed 
missions in three new Asian 
campaigns. Fly your F-16 to Korea, 
to the Pakistan/India border, 

to Japan and the disputed Kurile 
Islands, where you can also fly the 


interface is slick and easy 
to use.” PC GAMES EDITORS 


“advanced FSX, Japan's newly modified F-16. 
Operation: Fighting Tiger requires Falcon 3.0 


HoloByte. 
а Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, СА 94501 
ration: Fighting Tiger and Falcon 30 are trademarks and Spectrum HoloByte i a registered trademark о! Spectrum HoloByte; Inc 


SERVICE CARD. 


For Visa/MasterCard orders се 
24 hours a day, 7 days a 
1-800-695-GAME (Orders О! 
For technical questions and availability се 
1-510-522-1164 (M-F: 9am-5pm 


Available for IBM/compatibles 
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You choose the music! 
We make the tapes! 
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artists. You can put 3 hit songs on each of your 3 free tapes 
every month. You can choose one, two, or three free tapes 
The choice is always yours, (A shipping & handling charge 
is added for each cassette.) This is one great deal that lets 
you stay on music’s cutting edge - that’s 120 new and 
upcoming artists to choose from every year - and it’s Free! 


Just mail in the coupon indicating the songs you want from 


the 20 hot new hits from the 10 artists featured in this ad In addition to your 3 free tapes every month, you can also 
You can put 3 of your favorite hits on each of your 3 free make your own personal albums of your favorite songs on 
tapes. That’s 9 songs in all (A shipping & handling charge other cassettes. Choose from hundreds of hit songs from 
is added for each cassette.) rock, rap, soul, dance, even sound effects featured in the 


“Club 10" magazine every month, all for just a dollar a 
song.(A shipping & handling charge is added for each cas 
Every month you'll receive our exclusive “Club 10” sette.) 
magazine featuring 20 hit songs from 10 new and upcoming 
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each cassette.) 
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player has trou- 

ble with a game 
now and again, b 
where can you turn for 
help? VIDEOGAMES & Сом- 
PUTER ENTERTAINMENT has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as, "How do I defeat 
the end boss on this 
level?" or, “I’ve looked 
everywhere, but I can't 
find the blue vase." So if 
you’re having a problem 


with a game, write to us, 


and our group of experts 


will do everything they 
can to solve it. Send your 


letters to: 


VG&CE, 
9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 90210 


Attn: Tip Sheet 
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1 was glad to see you answer a 
question about the Lynx version of 
Bill & Ted's Excellent Adventure in 
the August issue's Tip Sheet. l'm 
having a problem at a much later 
stage of this challenging game; l've 
just reached Europe 1700 A.D. How 
will | ever get through the building 
if the table and chair keep jumping 
| out to maul me as soon as | walk 
through the door? 

—Thomas Powell 
Toronto, Ontario 


Take a close look at the pattern 
of the carpeting inside the haunted 
house, Thomas. (If you thought the 
carpet in Lynx Casino was loud, 
you ain't seen nothin' yet!) 

Seriously, look for the green dots 
on the floor. If you move carefully 
through the room, you'll find that 
the furniture will not attack you as 
long as you are standing on a green 
dot. You can "bait" the tables and 
chairs by stepping off the green 
dots in different directions, a trick 
you'll have to use in order to get the | 
haunted furniture to move away | 

BY from each successive safe spot. 
Curis BIENIEK 


SNK's Last Resort is an incredibly tough shooter for the Neo*Geo. | can't 
even get past the second level! Do you have any tips that would help me to 
get through the corridor with all the guns on the ceiling and on the floor? 
Those little orange bullets are everywhere! 

—Frank Noone 
Wayland, Missouri 


ааш) — 10b aay 
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Don't forget that the "unit" is a very flexible Me 
weapon with a variety of uses. Before you enter 
this troublesome area, be sure that the last unit 
you pick up is red and not blue. With the red 
“ground unit," you'll be able to plow through 
those guns without breaking a sweat. 

As you enter the narrow opening that leads to 
the gun-filled corridor, move your ship around 
until the floating unit is positioned at an angle in 
front of you, either to the upper right or to the 
lower right. 

You don't need to charge the unit very long 
before you let it go—the guns can be destroyed 
with even a small charge of the unit. The im- 
portant thing is to fire the unit as many times 
as possible as you pass through the corridor. 
Keep firing to the upper right and lower right, 
and the unit will travel along the walls and 
wipe out most of the guns before they can 
crowd the screen with those annoying orange 
missiles. 
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You’ve Seen Dogfighting. 


Now Experience Super Dogfighting! 


NUN udt 


Beads of sweat crawl into your eye 
sockets. Chills shoot up your spine. Fingers 
fumble for control. That's what you can 
expect when you squeeze into the cockpit 
of Super Strike Eagle, the most realistic flight 
simulation ever created for the Super NES? 


Twist and bend your way through enemy 
fire with wild roll and pitch functions 
Vaporize enemy targets with awesome 
firepower. Blast a friend clear out of the sky 
in head-to-head competition mode. Or, bark 
commands at your friend as you fly together 


Super Strike Eagle will challenge you with печате eut) 


outrageous aerial dogfights in 7 explosive Super Strike Eagle from MicroProse. Any 
war theaters. Each brought to life by vivid graphics and other flight sim is for the dogs. To order, visit your favorite 
eardrum-popping stereo sound! retailer or call 1-800-879-PLAY! 


Е SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. Nintendo, Super Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America Inc.© 1992 Nintendo of America Inc. 
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| am having some trouble with Elec- 
tronic Arts’ Might and Magic—Gates to 
Another World for the Sega Genesis. 
How can 1 decode the Red, Green and 
Yellow messages in the game? How 
many messages are there? 
—T.L. Earnest Jr. 
Christiansburg, Virginia 


You're not the only one to request this 
information, Tommy. In the past month, 
we received similar letters from Alex 
Scouras of Bastrop, Texas, Herb Myers 
of Fairchance, Pennsylvania, and Thane 
Ahrens of Lockhart, South Carolina. 

There are 22 color-coded messages 
in the game. Yellow messages are 
meant to help you travel, and the 
Green and Red messages will help you 
in your quest to save Cron from de- 
struction. The messages must be de- 
coded in a specific order, and you also 
need to find the interleave of each 
color. Here’s a list of all of the mes- 
sages in the proper order and the loca- 
tions of the three interleaves: 


Yellow Message Locations: 
LEIXA V2 

EAR NTT 

3. D3 X13, Ү4 

4. D4 X12, Y10 

SELNI- YTS. 

6. D4 X14, Y15 

7. 03 X5, Y10 

8. ЕЗ ХО, УЗ 

9. ОЗ Х8, Ү2 


Green Message Locations: 
1. B2 X14, Y9 
2. B3 X12, Y2 
3. B2 X14, УБ 
4. B3 X12, Y9 


Red Message Locations: 
1. Fire X6, Y15 

2. Water X0, Y8 

3. Earth X7, YO 

4. Fire X15, Y7 

5. Air ХО, У7 

6. Earth X9, Уб 

7. Water X8, YO 

8. Earth X15, Y8 

9. Air X7, Y15 


The Yellow interleave can be found 
in Castle Xabran at coordinates X13, 
¥12: 

The Green interleave can be found 
in the cavern below Middlegate at co- 
ordinates X8, Y14. 

The Red interleave can be found in 
Castle Xabran at coordinates X13, Y4. 
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I am really stuck in 
Book | of Ys—Book | & 
Il for my TurboGrafx- 
CD. After having 
reached the 11th floor 
in Darm Tower, | en- 
tered the room in the 
center of the chamber 
where the morbid 
music plays. The char- 
acter in that room says 
that if | break into a 
certain pillar, | would 
stop the music and 
free him. Well, l've 
tried to break open 
every pillar on this en- 
tire level, and l've just 
about given up! Could 
you please tell me 
what pillar he is refer- 
ring to, and how to 
break into it? 

—Robert Fitterman 

Greenlawn, New York 


My pleasure, Rob- 
ert. To find the pillar р 115/115 ГУР 04564/04900 
on the outer walkway, 
just leave the room, 
exit the hallway and 
go to the right. Pass 
through the next door- 
way you see and take 
the stairs to the tenth 
floor. Go straight up 
through this level until 
you see the other 
flight of stairs, which 
leads to the other side 
of the 11th floor. 

Note that the pillars 
on the outer walkway 
have scary-looking 
faces on them. Choose 
the hammer from your 
inventory screen, and 
you'll be able to shat- 
ter the third pillar to 
the left of the door. 
You'll meet up with the 
character you saved 
when you reach the 
13th floor. & 
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Get ready for the hottest sports games this side of the major leagues. Feel the heat of Roger 
"The Rocket" Clemens with realistic over-the-shoulder fielding and interactive close-up plays. 
Get ready to rumble as George Foreman and show the world the power of a Big George 
Super Punch! Take it to the hoop with 27 NBA’ All-Stars in the most intense one-on-one b-ball 
action! Tackle Super High Impact for all the bone-crunching football excitement of the arcade 
smash! When you're tired of watching from the sidelines...it's time to Play with the Pros! 


M- 
A«laim „ ARENA EDGE 
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Court Awards Lewis 
Galoob $15 million 

A U.S. Ninth Circuit Court judge in San 
Francisco awarded Lewis Galoob a $15 mil- 
lion judgment against Nintendo of America 
to compensate the Game Genie manufac- 
turer for lost profit from July 1990 to July 
1991 when Galoob was prohibited from 
selling its game enhancer due to Nintendo 
of America's lawsuit. The Redmond, Wash- 
ington-based Nintendo says it plans to ap- 
peal the decision. 

Galoob has suspended its dividend on 
the convertible exchanges, saying it had 
not met its earnings targets. Even though 
the company lost $782,000 during the first 
quarter, it had used only $3.5 million of a 
$40 million line of revolving credit. If Galoob 
ultimately receives the $15 million, Galoob 
would take $11.5 million and then split the 
remaining $3.5 with its licensers, Codemas- 
ters Software Co. of London and Camerica 
Corp. of Ontario. 


EA to Produce Sega CD Titles 

Electronic Arts and Sega of America 
have signed a multiyear agreement in 
which EA will continue as a Sega licensee 
for the Sega Genesis cartridges and gain 
the license to produce Sega CD products. 
Sega will continue to be the exclusive dis- 
tributor of Electronic Arts' Genesis prod- 
ucts in Europe. 


Sega Establishes Youth Charity 

Sega has established the Sega Youth 
Education and Health Foundation Char- 
itable Trust in order to address education 
and health needs, starting with a $3 million 
donation from Sega of America and Sega 
Enterprises Ltd. 

The Trust charter states that Sega will 
contribute to programs in four areas: na- 
tional education and health development; 
student scholarships; regional youth (6- 
18 years) education and health programs; 
and local San Francisco Bay Area youth 
charities. 

Organizations wishing to apply for 
grants should write for guidelines from the 
Sega Youth and Health Foundation Char- 
itable Trust, 130 Shoreline Drive, Redwood 
City, CA 94065. 


Advanced Gravis & Electronic 
Arts Join to Support 
UttraSound 

Advanced Gravis and Electronic Arts 
have announced that a special version 
of Chuck Yeager's Air Combat which sup- 
ports Advanced Gravis' new soundboard 
UltraSound will be released with the 
soundboard for a package price of 
$219.95. 
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COMPILED BY DAviD S. Moskowirz 


TTI Launches TurboDuo H 
Turbo Technologies Inc. has announced 
the configuration and price of the TurboDuo 
CD-ROM-based video-game system. The 

left half of the TurboDuo will be 

used for TurboChip 


Duo. In addition, the TurboDuo will include 
the Ninja Spirit TurboChip game and 
$50 in discount coupons for additional 
software. 

Owners of the TG-16 may pur- 
chase the Super System 


games cur- card, $50 in software 
rently used coupons and the CD con- 
on the TG- taining Gate of Thun- 
16, while der, Bonk's Adven- 
the right ture and Bonk's 


side will be a 
CD-ROM player 
equipped to ac- 
commodate all exist- | 
ing TurboGrafx-CD 
games as well as the | 
new, expanded memory 
Super CD games. The Super System ROM | 
i 


Revenge for 
$95. The 
Super System 
card will not be 
sold in stores 
but will be available 
through ап 800 number which TTI will es- 
tablish immediately prior to release. 
built into the TurboDuo provides four times 
the memory currently available to the Tur- 
boGrafx-CD, which means less disc access 
time and more graphics and sound. 
The TurboDuo will premiere in mid-Oc- 
tober and will carry a suggested retail price 
of $299.99. Bonk's Adventure, Bonk's Re- 
venge, Ys—Book | & | and the Super CD 
game Gate of Thunder will compose the 
two-disc package included with the Turbo- 


Prodigy Introduces 
Baby-sitters Club Service 
The Prodigy Service now offers a Cus- 

tom Choice feature based on Ann Martin's 
series of Baby-sitters Club books. For a 
$5.95 per month charge, Prodigy sub- 
scribers will have access to a number of 
Baby-sitters Club-related features, including 
an Interactive Story in which members vote 
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Complete with an expandable 256K on- 
board sound, the UltraSound will be com- 
patible with both the Ad Lib and Sound 
Blaster. The UltraSound alone will retail 
for $199.95. 


Sierra On-Line of Oakhurst, California, 
has acquired educational software pub- 
lisher Bright Star Technology Inc. for $1 
million plus up to $2 million over the next 
five years, depending on Bright Star's per- 
formance. Sierra will use its existing tech- 
nology to add color to Bright Star products 
such as Alphabet Blocks and Talking Tiles 
and to create IBM PC versions. Sierra, in 
turn, hopes to incorporate Bright Star’s 
HyperAnimation, voice synchronization 
and, eventually, synthetic voice technolo- 
gies into its games. 

The acquisition was the end result of 
Bright Star’s search for a publisher with 
which to develop software. Bright Star's 
founder, Elon Gasper, and the firm's pres- 
ident, Alan J. Higginson, will remain in ex- 
ecutive positions. 


Holiday Spirit, a three-part special on 
Thanksgiving, Hannukah and Christmas, 
will feature a special segment on elec- 
tronic-entertainment ideas when it airs 
later this year. Spencer Christian, weath- 
erman for ABC’s Good Morning America, 
will host the show, which is produced by 
Brookstone Productions of Deerfield 
Beach, Florida. The show is expected to 
be available to 65% of American television 
viewers. 


Figures are courtesy of RePlay maga- 
zine, based on an earnings-opinion poll 
of operators. 


1. Street Fighter Il: Championship Edition 
by Capcom 

. Terminator 2 by Midway 

. Sunset Riders by Konami 

. Double Axle by Taito 

. Captain America by Data East 

. Space Gun by Taito 

- Turbo Out Run by Sega 

. Beast Busters by SNK 

. Spider-Man by Sega 

. Super High Impact by Midway 
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1. X-Men by Konami 
2. Steel Talons by Atari 
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Stacey's 
Boy 


Trouble 


lon 


for their favorite ending; Ask Ann, an area 
where the book's author answers questions 
from fans; and advice on topics ranging 
from dating to diapering. 

A portion of the profit from all Baby- 
sitters Club licensed merchandise goes to 
the Ann M. Martin foundation, which con- 
tributes to children’s causes, education and 
literacy programs, and homeless relief or- 
ganizations. 

Modem owners interested in joining 
Prodigy can call (800) PRODIGY, and 
Prodigy subscribers interested in the service 
should [Jump]: BSC. 


Sharp Electronics Corporation has re- 
leased the XV-S250U high-resolution LCD 
video projection, the top of its SharpVision 
line of projectors. Unlike 
normal projection | 
televisions, users of 
the XV-S250U can | 
safely play video 
games with no risk of 
damage to the unit. 
These SharpVision 


products are not television receivers and 
require a cable or VCR input to watch nor- 
mal television. The XG-2000, a special in- 
dustrial model, allows for a computer con- 
nection. Both models retail for $7,495; 
anyone interested in them can call (800) 
BE-SHARP. 


At a press conference in the Imperial 
Hotel in Tokyo, Japan, Hudson Soft cel- 
ebrated its 20th anniversary by introducing 
its new 32-bit development system. Named 
the HuC62, this system is specifically de- 
signed to easily manipulate graphic images. 
The HuC62 uses 
five proprietary 
custom chips in 
its architecture, 
the HuC6261 
Color Palette 
Video Interface, 
the HuC6271 Full 
Color Animation 
Decoder, the 


HuC6272 Data Transmitter, the HuC6230 
Sound Decoder Mixer and, at its heart, the 
HuC62320 32-bit CPU. 

Due to the HuC62's digital format, it is 
expected to be applicable to video- 
game animation and presentation, mar- 
keting and promotional presentations, 
» and is naturally tailor-made for mul- 
timedia use. 

Hudson explained that this sys- 
tem is extremely versatile and is ex- 
pecting it to be compatible with var- 
ious different hardware formats. It 
considers the price range low enough to 
be suited for home consumer electronics 
use. If everything goes according to sched- 
ule, we may see the first application use 
by the end of the year in Japan. 


The Software Publishers Association 
(SPA) and Consolidated Micro Services 
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From the 
“Imagination 
Series 


Once upon a time, an 
evil wizard cursed a 
dragon and six magi- 
cians, sealing their pow- 
ersinshining gems. The 
King of Ishmeria inlaid 
the gems in a crown he 
called Gemfire. Discov- 
ering that the crown held 
special powers to help 
his people, he worked 


great deeds to restore 


Segas Genesis screen shot shown. 


Rivers and fences can aide your 
troops when you forge into war. 


‘GENESIS: 


ETT ЕТАПИ TB. 


KOEI Games are available for all systems in 
retail outlets nationwide! If you can't find the 
KOEI product you are looking for, call us at 
(415) 348-0500 (дат to 5pm PST). 


by developing and working the fields. 


their towns and fields. 
But the day came when 
the crown passed to an 
evil King. He used the 
powers of the crown 
against his people until 
Princess Robyn re- 
leased the gems. 

Now, the spell of 
Gemfire is broken, 
and you are in search 


of its magical stones! 


Vs andor 
7 Ws 150 


SNES screen shot shown. 


ЕЯ 


Ж. 


Restore your kingdom to prosperity With a gem in hand you control the 


powers of a magician. 


Elves of merit bring good luck 
charms to trust worthy rulers! 


64K RAM 
1-2 players 


8 Meg Cartridge 
Battery Back-up 


Available Now for NES! 
Coming Soon to IBM! 


KOE! 


1350 Bayshore Hwy, Suite 540, Burlingame, CA 94010 
Nintendo, Nintendo Entertainment System and the official seals are trademarks of Nintendo of America Inc 
Sega, Sega Genesis and the official seals are trademarks of Sega Enterprises Ltd. 
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. Race Drivin’ by Atari 

. Road Riot by Atari 

. Final Lap 2by Namco 

. Mad Dog McCree by Betson/ALG 
. Hard Drivin' by Atari 

. GP Rider by Sega 

. G-Loc by Sega 

. Galaxy Force by Sega 
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Best Coin-Op Software 
. Street Fighter Il by Capcom 
. Aero Fighters by McO'River 
. Steel Gunner 2 by Namco 
. Fatal Fury by SNK 
. Total Carnage by Midway 
. Wrestlefest by Technos 
. GJ. Joe by Konami 
. Rim Rockin' B-Ball by Strata 
. Baseball Stars 2by SNK 
. TMNT Il by Konami 
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Top IBM PC Games 
for May 1992 
The list of top-selling computer software 
was compiled by PC Research of Wash- 
ington, D.C., based on sales data received 
from Software Etc., Electronics Boutique, 
Babbages and Waldensoftware. 


Top 10 IBM PC Games 
. Hardball Ill by Accolade 
. LINKS—Troon North Course Disk 
by Access 
. Ultima VII by Origin 
. Aces of the Pacific by Sierra On-Line 
. Civilization by MicroProse 
. SimCity by Maxis 
. Star Trek—25th Anniversary 
by Interplay 
8. Risk by Virgin 
9. Secret Weapons of the Luftwaffe 
by Lucasfilm Games 
10. F117A Stealth Fighter 2.0 
by MicroProse 
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Top 10 IBM РС 
Education Games 
1. Where in the World 15 Carmen 
Sandiego? by Broderbund 
2. Mavis Beacon Teaches Typing 
by Software Toolworks 
3. Where in the U.S.A. Is Carmen 
Sandiego? by Bréderbund 
4. New Math Blaster Plus by Davidson 
5. Playroom by Broderbund 
6. Reader Rabbit 1 by The Learning 
Company 
7. Oregon Trail by MECC 
8. Reader Rabbit 2 by The Learning 
Company 
9. Treasure Mountain by The Learning 
Company 
10. Where in Time 15 Carmen Sandiego? 
by Broderbund 
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(CMS) have an- 
nounced a settlement 
in SPA members 
Fifth Generation Sys- 
tems |пс., Lotus De- 
velopment Corpora- 


tion, Microsoft | 
Corporation, Novell 
Inc. and WordPerfect | 
Corporation’s suit 
against CMS and its owner, Gary Johnson. 
CMS allegedly loaded hard drives with il- 
legal copies of software published by the 
firms represented by the SPA. 

According to the SPA, Johnson paid 
$31,613; although neither party was to dis- 
close the amount in writing, SPA employ- 
ees were free to release it over the phone. 
Johnson contends that the SPA has no right 
to release the number and says he settled 
the case more out of a concern over the 
$150,000 in legal fees it would cost to fight 
the suit than out of fear of any potential 
verdict. “Big Brother is too Big for his 
Britches,” Johnson commented on the 
legal action. 

In addition to the cash settlement, Jon- 
son is required, under penalty of perjury, 
to conduct two audits of CMS machines 
over the next year to ensure that they con- 
tain no illegal copies. The SPA also has the 
right to conduct one unannounced audit 
of CMS before July 1994. 

Johnson originally came to the at- ee 
tention of the SPA through a call on their 
antipiracy hotline ([800] 388-7478), in ad- 
dition to a member's request to inves- 
tigate. Software publishers have the op- 
tion of legally pursuing cases through 
their own means or letting the SPA 
take action on their behalf. All funds 
awarded in SPA actions like the CMS 
case go to the SPA's Copyright Protection 
Fund, which uses the money to cover legal 
expenses and antipiracy promotional cam- 
paigns. 

These promotional campaigns have 
begun to target younger audiences with 
the premiere of "Don't Copy That Floppy," 
arap video aimed at fourth- to eighth-grade 
students. The SPA distributed 2,000 copies 
of the video and accompanying lesson 
plans to teachers at the National Education 


Association Conference in July. In addition 
to M.E. Hart's performance as rapper MC 
Double Def DP, the nine-minute video in- 
cludes interviews with programmers at 
America On-Line and scenes from Where 
in the World Is Carmen Sandiego? and Ore- 
gon Trail. 


Camerica to Release Aladdin, 
and Game Genies for the 
Genesis and Game Boy 
у Camerica has designed the Al- 
ЖҮ addin, a cartridge for the NES with 
interchangeable game chips de- 
signed to reduce software prices. 
Scheduled for a January 1993 re- 
lease, the Aladdin will cost approx- 
fy imately $29.95, and the games will 
be $19.95. Camerica is also plan- 
ning a package with the Aladdin 
and one game for $39.95. 
Camerica games such as Micro Ma- 
chines, the Dizzy games, Ultimate Stunt 
Man, Bignose the Caveman, the Quattro 
compilations, Firehawk and Bee 52 will 
have Aladdin versions available. New 
Camerica games will be released in both 
Aladdin and standard cartridge format. 
Nintendo visited the Camerica booth 
at the Summer Consumer Electronics Show 
and knows about the Aladdin, but, at this 
point, has given no indication of potential 
legal action to prevent the Aladdin's release, 
as they attempted with the Game Genie. 
The Game Genie for the Sega Genesis 
will be available soon and will retail for 
$59.95. Codes for more than 100 games 
will be included with the Genie. Camerica 
has also developed a 
/ Game Genie for the 


Game Boy, but it will 
not be available until 
late November. À 
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THE UNDERTAKER™ SID JUSTICE" 


MACHO MAN 
RANDY SAVAGE” 


HULK HOGAN” 


THE MOUNTIE ~ 


JAKE "THE SNAKE" 
ROBERTS" 


The WWF's newest tag team partners — 
WWF® WrestleMania® Steel Cage Challenge" for 
NES" and WWF® Superstars 2" for Game Boy?— 
take you from the opening bell to the closing pin 
with pulse-pounding action so wild, the steel cage 
is barely enough to contain it! 


iei 
Nintendo Un чиш 
à 
[3 


WWF and World Wrestling Federati 
Entertainment Group, inc. licensed e 
trademarks of Тйап5ропе, Inc 

are trademarks of Nintendo of America in 


stre treatise Transports. Ic Hk Hogan, Ната эла Haier are Пазара ar Mi 
to TitanSports, inc. Al other distinctive character names, tls. 10до and li 

i Rights Reserved. Nintendo, Nintendo Ent Merten System®, Game Toyo Gama Liu "and ofc su 
LING is a registered trademark of LIN, Ltd. © 1992 LIN, Ltd. AN Rights Reserved 
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NY. 
S? 
px 


ӘСӘ OOOO) 


күм aybreak, the darkest 

| hour of the final day. 

jj Furious goblins mass- 
Є ing for a decisive attack 
surround your characters and their 
liege lord, the Duke. But before 
they can strike, an immortal 

force intervenes—transporting the 
Duke’s castle and its occupants 
to a mystical valley. Where a red 


sun flares eternally at high noon. 
And your characters are surround- 
ed by mutant Beastmen. Locals 
who are anything but friendly. 
RT elcome to WARRIORS 

У Bi) OF THE ETERNAL 
ij SUN; the first official 
ч) DUNGEONS & 


for Sega Genesis. It has all the 
classic spells, weapons, experi - 
ence points and levels of the 
DUNGEONS & DRAGONS 
game. And characters each player 
can create themselves. 
|] escend into a world 

j| with dungeon levels 
so real your characters 

Мети can scope them out, 
and fight it out in real time, 
first person 3-D. While automati- 
cally mapping their subterranean 
progress. 


nd on the surface, make 
КУД Sure your characters аге 
am ( extra vigilant. For at 
A| every turn, their battle 
tactics will determine success. The 
question is, can your characters 


HINT? BOOK 


\ harpen thy sword. Raise thy shield. 
f| Cast thy mightiest spell. For the 


DUNGEONS € DRAGONS дате 
А] hath joined forces with Sega’ Genesis" 


live long enough in this mysteri- 
ous new world to forge strong, 
new alliances before the castle 

is attacked? And can they unravel 
the dark, buried secret of the entire 
valley before it drives the Duke 


tunnels, powers, good 
guys and bad guys, and 
one thing is certain. On your 
own, your characters might 
make it through WARRIORS 
OF THE ETERNAL SUN. 


Or perhaps you'll have to consult 
the hint book* for survival tips. 
But either way, it's going to be 

a very long day. 


____- ЕВА. _____ 
GENESIS 


Leading the 16-bit revolution.” 


THE CHOICE IS SIMPLE. THE CHOICE IS SEGA. Genesis gives you more than 150 hit games, hot titles like Sonic The Hedgehog; Kid Chameleon; Sports Talk Baseball; and Joe Montana Il, Sports Talk 
Football; and the lowest price in 16-bit systems. "Hint book sold separately. Cover illustration © 1982 Clyde Caldwell. Used with permission. DUNGEONS & DRAGONS, D&D, and WARRIORS OF THE 


SUN are trademarks 


ETERNAL ‘owned by TSR, Inc. and manufactured under a sublicense from Strategic Simulations, Inc. © 1992 TSR, Inc. All rights reserved. SEGA and Genesis are trademarks of 
SEGA. Game titles are trademarks of SEGA or its licensees. See individual box for details. © 1992 SEGA. All rights reserved. 


NY. 


SY) 
XC 


In response to the 


Tips are graded on a scale of 
one to five joysticks. The more 
joysticks that are colored in, 
the more valvable the hint. 

Blow the dust off those old 
games, and try out some of our 
new hints! If you have some 
great hints and tips for us, just 
put them on a piece of paper, 
and send them to: VG&CE, 
9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210, АТТМ: 
Easter Egg Hunt. The author of 
each new tip we use will re- 
ceive $10. Write neatly and be 
sure to include your name and 
address! 


tremendous reader de- 
mand, we're finally going 
to include Game Genie 
codes in Easter Egg Hunt on 
a regular basis! Look for 
another outrageous Robo- 
cod trick, as well as some 
additional information on 
the now-famous Street 


Fighter Il code. 


Cyberball Batman 
Ре FOR па Retu rns 


(ATARI FOR THE LYNX) 


To watch the final ending sequence with the Chicago Killers as 
champions, input this password: CGBB B8FB BB2V 


отоо 
C I To баа жа 


After the motorcycles burst out of 


PLAY the huge gift-wrapped package in 
ACBC OFF NCBC Level One, send the Caped Crusader 


ак B o SELES into the opening in the right side of 
the box. He'll find a life power-up and 


HOUSTON PITTEBEREH ten batarangs inside. 
Lr 
TORNADOES =_____- d. 


TERMINE TOR "eam 


eem CGBB BSFB BB2V 


James Pond || 


Codename: 
Robocod 


(ELECTRONIC ARTS FOR THE GENESIS) 
99999 
a3 [:—] 


We received such a great response 
from the Robocod Easter egg in the 
July issue that we had to tell you 
about another. In the sports level, you 
can get infinite lives by picking up 
items in this order: Lips, Ice cream, 
Violin, Earth and Snowman. 


continued on page 32 
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T. INVISIBLE ÍNVINCIBLE...The P 
Vill! It comes from a dista 


ie 7 stalks humans...for sport. 
N AAs Ut Harrigan, it's up to you to r 


Ü the clutches of the evil drug gangs - Before t rophies V MAS 
S of the Predator. Search the streets, 5 and subways unti DEFEAT THE PREDATOR OR 
2 you confront it 5 E DIN HIS TROPHY CASE 


Get Predator 2 on Genesis... before h 


Predator 27M & © 1990, 1992 Twentieth Century Fox Film Corporation, А! rights reserved. Sega'" апа е S g r nf i ainment™ 
is a trademark of Arena Entertainment. © 1992 Arena Entertainment. All rights reserved 3 


EASTER EGG 


continued from page 30 


Bee 52 


(CAMERICA FOR THE NES) 
کے کے کے کے کے‎ 
For use with Galoob’s МЕ5-сот- 


patible Game Genie Video Game 
Enhancer. 


SXSGOSVK—Infinite lives 
SZXNXTAX—Keep power-ups 
GXNKNTAL+GZOKUYAP—Fly 
quicker 
GZSSTTEI—No stun 
PAXYKGLA—1 life 
TAXYKGLA—6 lives 
PAXYKGLE—9 lives 
AXKEGZGO—Slow down timer 
ZEKEGZGO—Speed up timer 


NES Play Action 
Football 


(NINTENDO FOR THE NES) 
Q 2 4 Q 
[за ж лы 


For use with Galoob’s NES-com- 
patible Game Genie Video Game 
Enhancer. 


ZUSVIKTP—50 seconds to choose 
play 

ZESVIKTO—10 seconds to choose 
play 

TOKYLKYE—30 minutes a quarter 

ZEKYLKYE—10 minutes a quarter 

KEKLUNSE—No time outs for 
Player Two or computer 

TEUUNYLA+TEUUNYLA—6 time 
outs each half 

PEUUNYLA+PEUUNYLA—1 time 
out each half 
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Street Fighter II 


(CAPCOM FOR THE SUPER NES) 


29900 
aie л ли ль 

Неге аге a few interesting observations regarding the “player vs. 
player” code that appeared in the September issue of VG&CE. 

First of all, if you are having trouble getting the code to work, please 
be aware that you must turn the SNES on and hit the reset button at 
any time after the “Licensed by Nintendo” message disappears. Most 
of our readers were able to figure this out by themselves when they 
found that the code never works the first time you try it—just hit 
RESET and perform the trick again. 

If you missed it, here's the code: Down, В button, Up, L button, Y, B. 
These commands must be issued while the Capcom logo is on the 
screen. There’s no need to press the additional buttons X and A, as 
reported in some other publications, unless you own the Japanese 
Super Famicom version of the game. 

In addition to giving you the ability to play a two-player game with 
the same character, you'll find that you can play through the one- 
player game as a character with the alternate Champion Edition colors 
if you choose your character by pressing START instead of one of the 
colored buttons. 

Another interesting by-product of this Easter egg is revealed on the 
"Option Mode" screen. With the code in place, you'll find that the 
Music Test now allows you to listen to the previously inaccessible song 
#30, the music from the end of the game. 

Finally, our editors have discovered another feature of the game that 
isn't mentioned in the instruction manual. If you hold down the 
SELECT button while 


the world map is on OPTIOM M0 
the screen before each EASY d 
match, you'll enter a DIFFIGULIY 01234567 
configuration screen TIME LIMIT YES мо 

that allows you to CONF IG. IPLAYER 2PLAYER 
GPS FIGHTER SET SET 


reassign the functions 
of the control pad 
buttons without return- 


ing to the Option Mode н: 
screen. This way, you STEREO STEREO MONAURAL 
can attack each oppo- зо 


nent with a different S.E. TEST о1 
control scheme. 


IPLAYER 2PLAYER 
CPS FIGHTER S&T SET 


continued on page 34 
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BASEBALL SO REAL..:: 


mud 
yers! 


> 1991 Player Stats! 


„>. All 26 Pro Teams, each 
ми ен home stadium! 


> Division Champs 
'83 to '91! 


„Р Home Run 
регу and 
more! 


OFFICIAL 


‚ SEGA 


РОЗЕ 
SEAL ОР 
QUALITY 


RBI" 4. The best just keeps getting better. 


Buy your TENGEN games ot Toys “R” Us, Kay-Bee Toys, Target, 
Babbage $, Electronics Boutique, Software Etc. and other fine -— — — 
retailers. Or call to order. VIDEO GAMES 

sedi ме LEADING THE WAY IN 16-BIT GAME TECHNOLOGY 
675 Sycamore Drive, Milpitas, CA 95035 • 408/473-9400 


RBI: TM At 


CIRCLE #112 ON READER SERVICE CARD. 


Allnew graphics and animation so awesome 
you'll feel like you're at the ballpark! 


Every stadium is unique, with different fence 
distances, colors and indoor or outdoor fields. 


Select Your Lingep 


Atlanta 


Like a real manager, you select your lineup 
made up of real stars —and superstars. 


Go for the fence against a pitching machine 
with your favorite hitter in “Home RUN Dery.” 


GAME BREAKERS 


Jor 9th 
Ag gets 


Fer Oaklang 
at" R Hendersn 
8: Sae on bs 


Hext Batter 
For Cini 
E Larkin 


Put yourself into a game-winning, heart- 
pounding “Game BREAKERS” situation. 


EAS TER E 


continued from page 32 


lt Came From the Desert 


(NEC For THE TURBOGRAFX-16) 


کے کے کے کے کے 


Here's a way to cheat and have some fun with the 
“Antdroid Game" in /t Came From the Desert. As soon as 
you enter the Antdroid sequence, point the control pad to the 
upper right and hold down the І, ll and SELECT buttons. The 
screen will go blank for a moment, then the "Antdroid Game 
Menu Selection" will appear. You can adjust the difficulty 
level from this screen, and you'll also be able to choose 
which person the ants will get to snack on. Pick the last name 
on the list to get a look at one of the game's designers, and 
watch the ants chew off his T-shirt! 

This won't interfere with your game—even if you change 
to a different victim, the story line will continue as usual. As 
detailed in last month's Easter Egg Hunt column, you can 
practice the "Antdroid Game" by pressing the | and Il buttons 
when the TurboGrafx-CD screen reads "Just a moment..." 
and holding them down while the game is loading. 


"mr 

Sherritt, 
Button I 
t» Enter Foundry tuy 


Selects 


Difficulty; Prissy 
Nicole 
Нон and Пай 


ү 42 
А. 
y 


(M = easiest) 


ninm BUGS TO KIL 
SHOTS: Wim 


Blades of Steel 


(ULTRA FOR THE GAME Boy) 
2, OO Фе 
LI dI 


At the first title screen (the one that says "Ultra Games"), 
press Up, Up, Down, Down, Left, Right, Left, Right, B, A, B, 
A and START to access a sound test. Kudos to Brian 
Churchill of Crown Point, Indiana, for providing this tip. 


34 * OCTOBER 1992 


HUNT 


Hook 


(Sony IMAGESOFT FOR THE NES) 


2 2 & & کے 


For use with Galoob's NES-compatible 
Game Genie Video Game Enhancer. 


AEXVNTZA-— Start with 1 life 
IEXVNTZA—Start with 6 lives 
AEXVNTZE—Start with 9 lives 
SZONIEVK—Infinite lives, Player One 
SZXNLEVK—Infinite lives, Player Two 
SXVIXKVK—Infinite marbles 
GZVIKIST—Infinite energy, Player One 
GZNSNIST—Infinite energy, Player 
Two 
AENIOIIA—Maximum energy from 
food, Player One 
AAEINTIA—Maximum energy from 
food, Player Two 
AVVIXSGZ—No energy from food 
AZONPEYK+AXUTNVYK+AVVIXSGZ— 
Play with less energy, Player One 
AZXYTEYK+AXUTNVYK+AVVIXSGZ— 
Play with less energy, Player Two 


Yoshi 


(NINTENDO FOR THE NES) 


2% کے کے کے 


For use with Galoob’s NES-compatible 
Game Genie Video Game Enhancer. 


PAVAAPLA+PESTAZLA+PEXTZLLA— 
Need only 1 Victory Egg to win 
ZAVAAPLA+ZESTAZLA+ZEXTZLLA— 
Need only 2 Victory Eggs to win 
GOUYPEAZ—Short wait for next 


characters 
ZEUYPEAZ—Really short wait for next 
characters 
NNUYPEAX—Really long wait for next 
characters 


AVSULYZA—Freeze characters for a short 
time (press Down on the control pad) 
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MS 


Control all aspects of combat and construction. - 


mu 
= Select and build varieties of installations. 
` " im. — 


Acquire valuable information from your Метак. _ 
“м, б Но 


hen the original Sonic i a 
the Hedgehog was re- g 
leased, it set the video- 


game world on fire with its fast pace and 
innovation. Who wouldn't remember the feel- 
ing when you first saw Sonic tear through a loop 
in a rolled-up blue ball? Hot stuff. 

Get ready for Sonic the Hedgehog 2, gang. 


2 Fast, 2 Cool, 2 Day 

On some yet unannounced Tuesday—or 
*2sday," as Sega is calling it—in November, be- 
fore Thanksgiving, Sega will unleash the new ex- 
ploits of Sonic on the whole world. This is a rar- 
ity, when a game doesn't make a run through 
Japan first before it's let loose in America. And 
this will also be a multiple platform release, fea- 
turing Sonic 2 for Genesis, Game Gear and Master 
System, the latter still a big force in the European 
gaming community. Sega expects to sell over 4 
million units of the various incarnations of Sonic 2 
before the end of the year, and far more next year 
when the CD version is added to the fold. The 
Genesis version of Sonic 2 will also be entirely 
manufactured in the U.S., which shows how Sega 
is spreading its efforts around the globe. 

I had the opportunity recently to visit Sega’s 
main offices in Redwood City—it has over 250 
employees in four buildings in the U.S.—to talk 
to Sega's group marketing director Al Nilsen 
about Sonic 2 developments. Nilsen, better 
known ап “Mr. Sega” to many, was gracious 
enough to fill me in on the various details visible 
and behind the scenes on Sonic 2. 

Development of the Genesis version of Sonic 
2, which will be the focus of this article (see the 
accompanying sidebar for info on | fim 
the Game Gear/Master System ver- 


Pry" 


sion), is being undertaken by the 
original Sonic designers at the Sega 
Technical Institute in Palo Alto, Cali- 
fornia. From the discussions with 
Nilsen, it's obvious that, at times, Sega doesn't 
even know what is going into the game until a 
prototype is shown, so we can expect many sur- 
prises. Sonic 2, even at this early writing (early 
August), is an amusement park of features. 


I'm Sonic—Play Me 

The game will offer the player (or players, but 
we'll tell you about that in a minute) ten basic 
“zones,” each consisting of two to three levels or 
“scenes” in an effort to again defeat Dr. Robot- 
nik. The zone names, in no particular order and 
subject to change in the final release, are: 

1) Green Hill Zone 

2) Metropolis Zone 

3) Hill Top Zone 

4) Hidden Palace Zone 

5) Oil Ocean Zone 

6) Dust Hill Zone 

7) Casino Night Zone 

8) Chemical Plant Zone 

9) Neo Green Zone 

10) Death Egg 


Nilsen notes that there will also be one 
“super-secret” zone, though it wasn’t admitted as 
to how the player will get there, and we may also 
see the reappearance of the Labyrinth Zone, 
made famous in the first Sonic game. The mem- 
ory size of 8-meg (twice the size of the first 
Sonic) gave the designers the ability to put in 
more bells and whistles. 

Eddy > For example, Sonic is shadowed 
T 4 by a new friend, a two-tailed fox 
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player sees his own on-screen character in his respective win- 
dow. According to Ni 


en, this proprietary process, as yet un- 
named, crams all the information of a full display into each 
half of the split screen. How is it done, I asked? Nilsen re- 
mained mum on the details—sorry. 


As I said at the beginning of the article, it was the loop in 
the original Sonic that got people's attention. Can the design- 
ers top that? You bet they can, and Nilsen detailed a bunch o 
them for me. 

The first he noted gives the game more realistic *parallax," 
the effect of three dimensions that makes the display look like 
it has depth. This is accomplished by multiple layers o 
scrolling, as well as obstacles at different depths. Some items 
On-screen appear to the rear, so Sonic 
and Tails pass in front of them, and 
others are farther forward so that the 
pair passes behind them. 

There are a ton of other enhanced 
graphic effects, such as a corkscrew 
pathway, which, similar to the origina 
loop (yes, they're in Sonic 2 also), must 
be traversedewithwaygood head of 
steam,.Af Sonic is moving ара good 
расе, hell curl through to the other 
side; if he isn't moving fast enough, 
| hell drop out to whatever lies below— 
likely something unhealthy. 


named Tails. Tails follows his buddy 
Sonic everywhere, sometimes help- 
ing out, but sometimes getting Sonic 
in deeper trouble—a result of what 
Nilsen calls Tails’ “youthful exuber- 
ance.” You see, Tails can go ahead of 
Sonic to take care of enemies that lie 
in wait, but he may also jump ahead 
and set off a timed hazard that will 
spring when Sonic reaches it. 

Even the player configurations 
are variable, and, because of this, 
lilsen says it's *three...three...three 
games in one." Sonic 2 can be played 
y one player, or two players, either 
in cooperation or competitively. In 
the one-player game, Tails always 
ollows Sonic, as previously de- 
scribed. In the two-player coopera- 
tive game, one player plays Sonic 
and one takes Tails to take on 
Robotnik's minions. If Sonic gets too 
ar ahead, Tails “teleports” to where 
Sonic is, so the lagging player 
doesn't get lost. 

The really exciting innovation 
created by the developers is in the 
two-player competitive game. Here, 
the game's display shifts to a hori- 
zontally split screen, with Sonic 
above and Tails in the lower section. 
Similar to First Star's Spy vs. Spy 
computer game long ago, each 


Another obstacle that will 
test the player's skill is a 
| mesh tube, which appears as 
rotating cylinder in his 
Path. Much like a gerbil's 
running wheel, Sonic's strat- 
"egy must be changed in 
order to successfully get 
through it. Sonic switches to 
a different perspective as he 
runs, and the player has to 
move him around the inside 
of the cylinder. 

In a third segment, Sonic 
and Tails hit a section of 
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Sonic 2 im 89-3206 


a, 


EAO 
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nuts and bolts, with elevated 
platforms that seem impossible 
to reach. The key is to stand om 
the head of a bolt and unsérew 
it by running on top of it. As 
the bolt spins, it raises out of 
the surface of the-ground and 
lifts the duo into the air to- 
ward the platform they need to 
reach. If the pair wait too 
long to jump off, they'll get 
smooshed Ў the bolt and 
the ceiling. © 


Nintendo has taken Mario 
into a position of prominence, 
both in video games and out- 
side as well. You сат see him 
everywhere, from luneh boxes 
to TV shows to clothing. АП 
this has enhanced the сћатас- 
ters recognizability. There’s no 
question that Sonic is the flag- 
ship of Sega's product linę ima 
similar manner, and this simul- 
taneous release of the various 
Sonic games undoubtedly paye 
the way for Sega to compete 
against Nintendo in the grows" 
ing 16-bit console wars 
Christmas. Sega has an adverti: 
ing budget of $65 million, and 
Ellen Beth Van Buskirk, Sega's 
director of marketing services, 
notes that Sonic 2 represents the *lion's share" of that figure. 
From what we've seen, it will be a very interesting holiday 
season. 

ТЕ we can get Santa and his elves away from the game 
screen, that is. 


continued on page 40 
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The Lemmings аге coming. 


The Lemmings are coming. 
The Lemmings are coming. 
The T emmings are coming. 


TE 


|! 
| | The Lemmings ats. 


The Lemmings аге coming. ®. 
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* The pe 


Coming. 


The” 
== 


LICENSED ву 


Lemmings is а trademark of PSYGNOSIS 
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mings are coming. 
Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
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The Ler fag are coming. 
The Lem. = < are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
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The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
; The Lemmings are coming. 
;. The Lemmings are coming. 
. The Lemmings are coming. 
The Lemmings are coming. 
је Lemmings are coming. 


The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmir _— 
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The Lemmings аге coming. 
The Lemmings are coming. 
The Lemmings are coming. 
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The Lemmings are coming. The Lemmings are coming. 
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Nintendo of America Inc. © 1992 PSYGNOSIS LIMITED. с 1992 Sun Corporation of America. © 1992 Nintendo of America Inc. 


CIRCLE #114 ON READER SERVICE CARD. 


continued from a 38 


Г Sena S Genesis sleeve 


А Ран nf Hot Works in Progress 


Super NES 
Neo Geo 


ame Gear 
БА ух 


We Buy & Sell 
Used Video Games 
Thousands Of Games 


INSTOCK!! 
Rare And Hard To Find Games 


Game Dude 


Goes On-Line! 


Now you can connect with 
Game Dude by MODEM 


You'll have all the latest price info at 
your finger tips and the ability to order 
24 hrs aday. Plus you can chat with 
other game players to exchange tips 
and info, download files and play on- 
line games. | you have a computer 
with a modem, you've got to call. 
(818) 982-PLAY 


Newsletter Free! 


Call Now! (818) 764-2442 
Mon-Sat 9-5 PST 
Fax (818) 764-4851 
Game Dude 
PO Box 8325VGS 
Van Nuys, CA 91409 


CIRCLE #115 ON READER SERVICE CARD. 


40 * OCTOBER 1992 VIDEOGAMES & COMPUTER ENTERTAINMENT 


hie ОР 

One dream. —  . 
"One chance. 

The comple te saga. t 
"Оту for the | 
Ti urbograf CD. 


Pat 


rafx is a registered trademark of NEC Technologies, Inc. (С) 1991 Telenet Japan Co., LTD. "Exile" is a registered trademark of Ton ee 
à ied from Telenet by Working Designs, 18135 Clear Creek Road, Redding, CA 96001. Have you hugged your joystick today? It as 
little, yet gives.so much... For a dealer near you, call (916) 243-3417 ext. 190. 
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АМО МОМ/ 
А MESSAGE 
FROM 
EVANDER 
HOLY FIELD. 


Sweat’s gonna fly. And blood’s 
gonna flow. ’Cause this is no two- 
bit sports simulation. This is 
Evander Holyfield’s “Real Deal” 
Boxing —16-bit Sega" Genesis” 
realism right in your face. 

Speed. Stamina. Power. 2 
Defense. You design your own 
boxer. 
Right down to his haircut. But — oe 
you gotta be strategic. There are : $ 
28 hungry contenders itching to 
make you kiss canvas. Long 
before you get a shot at the champ. 

You've got 360 degrees of ў 
freedom. 
So jab. 
Cross. Block. Uppercut and 
^ punch. The more you win, the 
~ more formidable you become. 

Evander Holyfield's “Кеа! * 
Deal" Boxing. It's tough. 

It's bloody. It's The Real Deal. 
Get the message? 


PACKS BORTENS] 


Leading the 16-bit revolution” ә 


THE CHOICE IS SIMPLE. THE CHOICE IS SEGA. Genesis gives you more than 150 hit games, hot titles like Sonic The Hedgehog? Kid Chameleon 
Sports Talk Baseball and Joe Montana Il, Sports Talk Football and the lowest price іп 16-bit systems. SEGA and Genesis are trademarks of SEGA. 
Game titles are trademarks of SEGA or its licensees. See individual box for details. © 1992 SEGA. All rights reserved. 
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EVANDER HOLYFIELD'S 
“REAL DEAL" BOXING 


A LOOR AT SEGA'S 
NEW MULTIMEDIA 
SYSTEM AND 
SOFPWARE LINEUP 


CD or not to CD? That is the 
question. Most American gamers 
don't know what to expect, or 
exactly what the true value of CD 
gaming is. Is it better graphics? Is 
it better sound? Is it 
a better game? 
Actually, it's a little 
of everything. A CD 
game doesn't neces- 
sarily mean that it 
will have better 
graphics, but instead 
what it will have is 
“more” graphics and 
a more advanced way 
of using those graph- 
ics (e.g., more back- 
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grounds, movie-like ani- 
mation and better special 
effects, such as high-speed 
zooming and scaling). 

CD gaming will also 
open the door to what I 
like to call *authentic 
sound." No longer will 
audio and music be limited 
to the hardware sound 
capabilities of a game sys- 
tem, but, instead, you will 
have sound and music that 
is just as good, if not bet- 
ter, than a musical CD that 
you buy for your stereo. 

The bottom line behind 
CD-ROM gaming is mas- 
sive capacity for a fraction 
of the cost. Game compa- 
nies will no longer have to 
rely on computer chips 
that are not only more 
expensive and have less storage 
capacity, but are also bulky, awk- 
ward and harder to package. 

Hey! Does that mean games are 
going to be cheaper to buy? C'mon, 
who are you kidding?! We live in a 
capitalistic society. That means 
game companies are going to make 
more money. Well, O.K., maybe we 
might see slightly cheaper games 
down the road, once CD games 
become standard and their produc- 
tion costs drop. 

So whats the 
Anybody remem- 
ber how much fun 
it was waiting for 
your Commodore 
64, Apple II or 
Atari 400/800 to 
load a game like 
Karateka? Eeek! 
Are wa warui 


drawback? 


Originally by 
Brederbund, Prince of 
Persia will be introduced 
by ЈУС for the Sega CD. 
this fall. 


desu! (No, I didn’t have a 
dyslexia attack—that’s 
Japanese for “that’s awful.”) 
Yes, there are disc access 
times involved when play- 
ing CD-ROM games, just 
like floppy-based games. 
; Nowhere near as long as 
| they were in *ye old 8-bit 
computing days," but 
nonetheless, they do exist. 
Its plain and simple 
folks—the advantages of 
CD gaming far outweigh 
| the disadvantages for both 
the gamer and developer. 


SEGAS  — 5 
DREAM MACHINE - 

Already available in Japan, the 
Sega CD system for the Genesis will 
hopefully hit the shelves in this 
country sometime in November. 
Sega plans on selling the system for 
a suggested retail price of $299. 
Along with the CD-ROM drive unit, 
a special software pack-in called 
Classic Collector's Edition, worth 
$300, will be included. The Classic 
Collector's Edition is a disc that con- 
tains some of the older Genesis 
games: Columns, Golden Axe, 
Revenge of Shinobi, 


Streets of Rage 
and Super Monoco 
GP. ICOM Sim- 


ulations’ Sherlock 
Holmes Consulting 
Detective, which 
allows players to 
interact with the 
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and menu select. 


Game companies that 
at one time catered only 
to computer users have 
crossed the line into 
video games now that 
these systems are closer to their big- 
brother computer counterparts. 
Old-time computer favorites such as 
Leisure Suit Larry will make their 
way to the Genesis. Here is what 
some of the third-party licensees 
have to offer. 


urrently working 
on two titles for the 
Sega CD, Black Hole 
Assault is the nearest to 
completion. An action 
fighting game where 
Cybernetic Anthro- 
pomorphic Machines 
battle it out across the 
solar system, this game 


Right: Bignet's Black 
Hole Assault is the 
sequel to Heavy Nova. 
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Left: The Mega CD (Japanese ver- 
sion of the Sega CD) intro screen 


Below left: Rise of the Dragon. 


is actually a sequel to Heavy Nova 
that takes place a few years after 
that conflict, so don't be surprised if 
this game looks like you've seen it 
before. Black Hole Assault is expect- 
ed to retail for around $49.90. 


JVC has a pretty 
impressive lineup on 
its way, including 
two Dungeon Master 
titles, Skull Keep and 
True Identity. 

Wonder Dog is an 
action game with 
eight levels and 400 
enemies. Wonder 
Dog should be out 
about the same time 
as the Sega CD. 

Prince of Persia 
has appeared on just 
about every game system created 
and remains true to its classic status 
in the Sega CD format. New custom 
cinematic-style sequences have been 
added to spruce up the game. 


` Cobra Command is one of the 
most exciting CD titles that will 
debut about the same time the sys- 
tem becomes available. A large 
group of terrorists has established 
strongholds at many of the world’s 
historical landmarks, and your mis- 
sion is to take them out using a 


Top: JVC's Wolf Child. 

Middle: Sega's Dark Wizard. 
Bottom: Sol-Feace will not be 
released in CD format in the U.S. 


Left and below: 
Sherlock Holmes. 
Consulting Detective 
will be packaged with 
the Sega CD. 


state-of-the-art LX-3 
fighter helicopter. 
Cobra Command uses 
near full-motion video 
and has 25 minutes of 
animation at six to eight 
frames per second. Due 
out in November, Cobra 
Command will retail 
for $49.99. 


Above left: Out of this 
World. 
Left: Batman Returns, 
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WINDOWS ™ version 


t's more mercenary than your 
lawyer, shrewder than your accoun- 
tant, greedier than the IRS and 
tougher than your granny. Get 
ready for the most challenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE 


Combining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling board 
game of all time is back and 
better than ever with completely 


revamped levels of difficulty and 
greatly enhanced graphics for your 
computer! You'll get more deluxe 


for your bucks with dazzling anima- 
tion of all ten official tokens, easy- 
as-pie interface, a game activity log 


2 S ar 
IBM PC version 


that keeps track of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 


Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of any TRUE gamer or 


BROTHERS | 


future real 
estate tycoon! 


MONOPOLY® DELUXE with the ultimate easy-to-use point - and -dick interface will be available this fall in PC and WINDOWS ™ versions. 


WINDOWS ™ version features all of the DELUXE features listed above plus the added bonus of eosier-to-use point-and-click interface. 
For more information, pricing and orders, please call 8G@-VRG-ING7. VISA, MASTERCARD, AMERICAN EXPRESS ond checks accepted. 


MONOPOLY and RICH UNCLE® design ore registered trademarks of Tonka Corporation. Rich Unde 1936, 1992 Parker Brothers. All rights reserved. Monopoly 1935, 1992 Parker Brothers, Inc, о division of Tonka Corporation 
All rights reserved. Licensed to Virgin Gomes, Inc. ©1992 Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises, Lid. WINDOWS ` is a trademark of Microsoft Corporation. 


Return your authorized version of the original Monopoly computer дате to a 


participating dealer and receive $10 off your purchase of Monopoly « Deluxe! 
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Soulblazer 


ENIX AMERICA 
For the Super NES (N/A) 


GRAPHIC 12345 67 ә 10 


OVERALL. 12345 67 о 10 


“Action role-playing game”: In 
Japan, it refers to dozens of role-play- 
ing games where the player must do 
his own fighting to gain experience 

| and items necessary to complete the 
quest. In the more limited American 
cartridge market, “action role-playing 
game” is a more charitable way of 
saying “Zelda clone,” which is what 
Soulblazer appears to be on first 

| inspection. From the overhead 3-D 
perspective to the elflike figure, Soul- 
blazer could be one of dozens of 
games—that is, without reading any 
of the dialogue boxes. For it is in the 

| story that Soulblazer sets itself far 

| apart from the competition. Soul- 
blazer's story has meaning, as well as 
the pariah of the kill-and-conquer car- 
tridge consciousness/maturity. 

The hero begins the game on a 
planet totally devoid of normal life. 
There are no plants, no people and no 
animals. Summoned by the greedy 
King Magridd, who received one gold 
coin for every soul he delivered, 
Deathtoll replaced all life with "mon- 
ster lairs" (reminiscent of Enix's Act 


Raiser), each of which churns out [А 


a requisite number of beasts for 
the player to kill before it is dis- 


abled. Conquered lairs then open РЕЈ 


passages, generate other monster 
lairs, reveal treasure chests or, 
most importantly, free souls. Each 
of the six worlds is thus slowly 
repopulated before the player 
must defeat the boss monster and 
move on to the next stage. 


Once released, souls—be they 8 


in plant, animal or human form— 
present the hero with information, 
items or a request for items. Not 
all of the speeches are of the "you 


need the gold key in the silver [fj 


lock" variety. Often, the freed 
souls speak of their former and 
current lives and what they think 
about their reincarnation. They 
also tell jokes on several occa- 
sions, and anyone who is not 
amused by the exercising chest of 
drawers has been playing too 
much Splatterhouse. 


Admittedly, the philosophy is | 
а wonderful touch, but Soul- | 


ааыр 


blazer is still an action game. As the 
game progresses, the hero has an 
increasing number of swords, armor 
and spells to choose from. Some are 
essential, like the bubble armor, 
which is needed in the underwater 
adventure, and the lucky sword, 
which simply increases the amount 


of treasure creatures leave behind 
——— س‎ 


The Soul Blade 


oul Armor 
Phoenix. 
Shield Bracelet 


upon their demise. Swords тау 
either be swung for full effect or, 
when that is not the wisest choice 
(though | never found that to be the 
case), thrust for less damage. To cast 
magic spells, the player must have 
magic gems that are released | 
every time a creature dies. The 


hero apparently has some sort Ш 


of mystical telekinesis, because 
he can summon gems that are 
out of his reach. This comes 
especially in handy whenever 
the opponent was fighting on a 
higher level, behind a wall or 
on a dangerous floor made of 
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PLAYER UU 
Ж, 


lava, spikes ог spears. Spells аге cast 
through a white “soul” sphere that 


continually circles the hero, to aid in 
the aiming of spells like flame ball 
and magic flare. The souls have 
other uses: Some illuminate dark 


Even though | can't 
communicate with mv 
husband, | enjoy his 
compan. 


worlds, as well as a place to save the 
game. These teleporters help curtail 
the endless wandering that often 
plagues RPGs. The worlds—in the 
order encountered: Grass Valley, 
Greenwood, St. Elles (a mermaid 
town), Home of the Mountain 
Spirit and Magridd—have suf- 
ficiently differing dangers, 
rewards and quests to hinder 
players from realizing that 
they are doing essentially the 
same thing throughout the 
video game. 

Nothing compares visually 
to the “final” newly discovered 
World of Evil, which epito- 
mizes Soulblazer's only real 
flaw. It’s understood that the 
early stages of any game 
should be simple, but why did 


Enix hold back so much? The 
graphics, animated story line 
sequences, character personal- 
ities and politics don't come 
together at all until St. Elles 
(World 3). Some may think this 
gradual enhancement makes 
every discovery that much 
more impressive and involv- 
ing, but it also suggests some 
lazy programming. And any- 
one who doesn't spend several 
hours every day mastering 


= caverns, while others reveal 

invisible objects using localized 
screen distortion that highlights 
the subtle but impressive visuals 
and graphics. 

Each of the six worlds contains 
its own set of puzzles and quests 
that must be completed before 
meeting the end boss. However, 
it is not necessary to eliminate 
| every monster generator, and 
sometimes it's impossible, given 
the player's current armaments. 
The mystical Master's shrines 
serve as convenient teleporters 
between and within available 


their eye-hand coordination 
will be pleased to discover 
I that, outside of the first boss 
monster, the game is never 
| unfairly difficult. 

Soulblazer is not an indus- 
try landmark in any of its 
aspects, but it is still so much 
more than the standard, point- 
less monster-genocide game 
that role-playing fans should 
consider buying a copy. 

—David S. Moskowitz 
Enix America 
2679 151st Place NE 
Redmond, WA 98052 
(206) 885-9611 


тї! 
For the TurboGrafx-16/ 
TurboDuo ($49.95) 
TG-16 owners: TurboGrafx-CD with Super 
System Card required. 


GRAPHICS 1234567 8 о 
PLAYABILITY 12345 еВ: 9 10 
OVERALL 12345679 10 

The five local wizards known as the 
Ring of Five were the protectors of the 
land of Krellion and the creators of the 
rivers of life. When the wizards were 
in control, life was good. But now the 
rivers have turned black and the wiz- 
ards are unable to watch over their 
creations, having been captured by 
evil creatures from the Shadow 
Realm. These creatures, called the 
Dark Ones, are preparing to take over 
Krellion, and only the hero Lykos can 
defeat them. 

In Shapeshifter, a new CD-ROM 
game for the TurboGrafx-16/Turbo- 
Duo, you play Lykos, as he hacks and 
slashes his way through a magical 
fantasyland filled with horrible crea- 
tures and deadly danger. Your goal is 
to locate and release the five captured 
wizards and defeat the Dark Ones. But, 
before you reach the end of your 


quest, you must also master the 
astounding shapeshifting abilities that 
the wizards will award to you. Only in 
these powerful new guises—blac 
panther, psionic shark, rock troll and 
gold dragon—can you hope to defeat 
all your enemies. 

As you may have guessed, 
Shapeshifter is mainly a hack-and- 
slash game that requires speed on the 
control pad and clever fighting to 
boot. Whenever you leave the safety 
of a town, you'll be swamped with 
vicious enemies, all striving to halt 
your quest as quickly as possible, as 
per their orders from the Dark Ones. 
As always, if you're to survive, you 
must learn each creature’s weak 
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ux s 
points and attack style and take advan- 
tage of that vital knowledge to wipe 
him out. 

The creatures you'll face include 
spiders, bees, worms and a whole 
bevy of nameless abominations, all of 
which are graphically detailed and 
well animated. Many of the enemies 
are oversized, providing a visual treat 
as well as dangerous combatants. In 
fact, some boss creatures take up fully 
half the screen, although the entire 
creature isn't always animated. 

As is typical in this type of sword- 
fest, defeated enemies often leave 
behind special items that help you on 
your way. These include gold, which is 
used to buy equipment and services; 


gems, which power your shapeshift- 
ing abilities; potions, which provide 
healing powers; and various power- 
ups that enhance your weapons or 
your shapeshifter forms. In addition, 
helpful items can be purchased in 
town, including armor, weapons, for- 
tune telling and healing. 

As it is a CD game, Shapeshifter is 
packed with digitized voices and 
sound effects. When you speak to a 
character in the game, you don't have 
to read long-winded, on-screen mes- 
sages; rather, digitized voices carry on 
both the character's and your side of 
the conversation, saving your eyes 
from the infamous video-game blur. 
To add to the game's audio spice, the 
voices were recorded by professional 
actors, who employed lots of expres- 
sion and drama. 

The bottom line: While Shape- 
shifter is a fairly ordinary hack-and- 
slash contest, its well-crafted graphics 
and digitized voices boost it a few 
notches above the competition. In 
other words, you'll keep playing just 
to see what comes next. And, while 
the game isn't awesome enough to 
double as an excuse to buy a CD 
player, if you already have CD capabil- 
ities, you'll probably want to add 
Shapeshifter to your library. 

— Clayton Walnum 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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Opinions were split: Chris and Andy 
decided that it was an attractive game, 
while Dave and Mike thought the game 
play took too long to get started. 
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YOU THOUGHT YOU LOVED 
COMPUTER GAMES. BUT... 


Design Palettes Import Graphics 


Animate Monsters Plan Movement 


UNTIL YOU PLAY WITH GAME MAKER, 
YOU'VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 


* Design unlimited numbers of animated monsters and good guys. 
* Animated characters walk, run, fly, hop, pop from scene to scene. 
% Design your own sounds. 

* Make arcade and adventure games as unique as your imagination. 
*- Modify and enhance GAME*MAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


GAME*MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own $ 
games. Plus you'll enjoy the sample games includ- 80 
ed with GAME*MAKER. 

GameeMaker requires an IBM compatible 286, 386, or 486 with a color VGA 
monitor and mouse. Joystick optional. GAME*MAKER is designed and produced 
by Recreational Software Designs. 


ORDER GAME-MAKER TOLL FREE: 


18005336772 - 


ЕЕЕ rien E 
ORDER FROM: KD SOFTWARE, Great Falls Avenue, Box 448, Rochester, NH 03867 


TEL: 603-332-8164 FAX: 603-332-8125 | 


Send me Game*Maker(s) at $89 ea = $ Check/Money 
| Express shipping (prepaid-cont. US only) +$_ 4.00 Order enclosed 
Total enclosed $ Charge my VISA/MC 
| Acct.# Expires 
| Signature _ 


TERMS AND CONDITIONS: Make ch 
We ship ir 
certified check: 
phone number 


COD 


guaranteed. Prices subject to change without notice 
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Neutopia is in big trouble. 


Again. The Evil Demon 

Dirth is back and badder 
than ever. So you must face 
His Royal Evilness and destroy 
him to bring peace back to 
the land of Neutopia. 


Earth is being 
invaded by 


| mutant aliens, 
and your band of 
mercenaries is the 
planet's only hope. 
Hop into the Soldier 
Blade, the advanced 
weaponry fighter 
developed for your 
team, and destroy the 
aliens in this intense, 


16-bit action game. 


90 MANY GAM 


A sword is а samurai's best 
friend in this game of military 
strategy that takes place in 12th 
century Japan. So strap on your 
sandals and conquer your enemies 
if you want to become the next 


Emperor. шен 


TG-16 $69.99 TG-CD 219.98 


FREE VIDEO! 


Get a free 20 minute video of the new 
Turbo Duo and our software line-up 
(while supplies last). Send your name, 
address, age, sex and tell us which 
game system you use now to: 
Free Video Give-Away 

Turbo Technologies, Incorporated 

6701 Center Drive West 

Suite 500 Los 


p-——-] Angeles, CA 
|| 90045. 
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Join the Order of the 
Griffon™, based on the 
popular "Dungeons & 
Dragons?" game. With your 
trusty companions at your 
side, you'll battle scores of evil A 
monsters. Attack them with 
physical strength or use your 
magical powers to destroy 
them. Either way, you'll 

love the realism of this fantasy 
role playing game. 


Order ој the Griffon 


NEW ADVENTURE 


ISLAND 


Your bride-to-be has been 
kidnapped and taken to a 
South Seas island. So if you want 
to get her back to the altar, you'll 

have to get through jungles and 
subterranean caves in order to 
defeat the evil villain in this action 
packed adventure. 


Ф In this brand new СР 
““* game, you and your 
pal Ozzie the ostrich must 
defeat your enemies by 
breaking their bridges. 
Use Ozzie's sharp beak to 
crack the bridges and 
send your enemies to the 
water below. But if your 
bridge is broken, you'll be 
all washed up. 


PO 4 J ™ 
0 
# Turbo Technologies. Inc. 


New Adventure Island, Neutopia Il and Soldier Blade are trademarks of © 1992 Hudson Soft.. Dungeons & Dragons and Order of the Griffon are trademarks owned by TSR, Inc., Lake Geneva, WI, eggs et neler оа РОЈ CRT 
Inc., Sunnyvale, CA, USA. © 1992, Strategic Simulations, Inc., © 1992, TSR, Inc.. All rights reserved. Splash lake is © of NEC Avenue, Ltd.. Lords of the Rising Sun is © 1992 NEC Technologies, Inc., and © 1992 Victor Musical Industries, Inc. 


Available at Toys *R" Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears Catalog. 
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ELECTRONIC ARTS 
For the Sega Genesis ($54.95) 


GRAPHICS 12345 67 9 10 
PLAYABILITY 1234585 sus 9 10 


OVERALL 12345 67 ә 10 


Ву now you must be thinking to 
yourself, “Just what the heck is Elec- 
tronic Arts up to?” This is, after all, the 
third basketball game that the com- 
pany has released for the Genesis in 
less than half a year! 

In case you haven't read the news- 
paper sports sections for the past few 
months, the summer of 1992 marked 
the first time the U.S. sent profes- 
sional basketball players to participate 
in the Olympic Games, an honor that 
had traditionally been reserved for 
amateurs and college players. The 
USA basketball team that blew 
Barcelona wide open was arguably the 
finest squad ever assembled in the 
history of the sport. What better way 
for EA to commemorate the team's 
achievements than to bring out 
another Genesis game? 

АП kidding aside, Team USA Bas- 
ketball actually does a pretty good job 
of distinguishing itself from its prede- 
cessors. Aside from the obvious dif- 
ferences in the real-life games (inter- 
national rules allow such luxuries as a 
30-second shot clock and a three- 
point line that's closer to the net), the 
pre- and postgame commentary of 
real-life sportscaster Ron Barr adds 
plenty of Olympic flavor to the pro- 
ceedings. 

If these and other features aren't 
enough to convince Genesis owners 
that the game is special, EA has hit on 
a clever idea that just might spark an 
industry trend. According to the press 
hype, Team USA Bas- 
ketball will only be 
offered for sale through 
December 31, 1992. 
Though it won't be the 
first Genesis title to be 
yanked off the shelves 
after only a few months 
of availability—have 
you looked for a copy 
of Sega's Fantasia 
lately?—the idea of 
video games as col- 
lectibles is certainly an 
interesting one. You 
have to admit that a 
game cartridge would 
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give you much more enjoyment than, 
say, a basketball card with Chris 
Mullin's picture on it. (l've used this as 
an example because the value of 
Mullin's 1986-87 Fleer rookie card is 
roughly equivalent to the suggested 
retail price of EA's Team USA Basket- 
ball game. Think about that for a 
minute.) 

Graphically, the main action screen 
makes it very easy to tell the players 
apart, even without a scorecard. You 
may recognize the physical character- 
istics of Yugoslavia's Vlade Divac or 
Croatia's Toni Kukoc even 
before you hear that their 
nesses have been included in 
the game. Of course, 
on marquee names like Michael 
Jordan and Magic Johnson is 
what's really going to sell this 
one, so it's good to see that 
there's a solid game behind 
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idea. In some ways it’s even more 
exciting than the real thing—at least 
when you play against the computer 
or another player, there are bound to 
be a few close contests! 

As Тог те, | can't afford to spend 
any more time trying to figure out 
EA's marketing strategy (or lack 
thereof). It's doing good stuff, and 
that’s all that counts, as any owner of 
John Madden Football or NHL Hock- 
ey can attest. | say it’s time to stop 
beating around the bush and put 
together the definitive Genesis base- 
ball game. 

—Chris Bieniek 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 
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Team USA Basketball doesn't blow away 
the competition as much as the "real" 
team did in Barcelona. Andy felt it was 
too slow. 
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Super Bowling 


AMERICAN TECHNOS 
For the Super NES ($59.95) 


Д: 5 5 


GRAPHICS 12345 67: 10 


OVERALL 12345 є зэ 10 

No doubt you readers get tired of 
us reviewers harping on the lack of 
original game concepts. And maybe 
it’s true that 50% of the games on the 
market are constructed out of 2% of 
the ideas. But games occasionally 
come along that make me do a double 
take. First take: a silly idea. Second 
take: maybe not such a silly idea after 
all. Such is the case with those 
mondo-bizarro fishing cartridges, and 
such is the case with American Tech- 
nos’ Super Bowling. 

It shouldn't be such a surprise. 
Nearly every arcade has some ancient 
bowling game tucked away in a cor- 
ner. Super Bowling is the first SNES 
bowling cartridge, and it's slick, 
arcade-quality and surprisingly up- 
tempo for what, in real life, is a slow, 
modest "sport." 

There are three modes available: 
turkey bowling, golf bowling and a 
practice mode. Turkey bowling (so 
named for the three-strikes-in-a-row 
"turkey") is what most of us know as 
plain ol' bowling. Golf bowling is a 


your starting position relative to the 
alley, the spot you're aiming at, the 
English you put on the ball and the 
power you put behind your roll. The 
first two are easily enough deter- 
mined, set at your leisure before the 
roll; the latter two are determined by 
how precisely you hit a button as 
gauges bounce quickly back and forth, 
like the gauges you find in most golf 
simulations. In fact, change the graph- 
ics around a bit and you would be 


playing a golf 
simulation. 
There are a 
number of other 
factors that come 
into play: the 
weight of your ў 
chosen ball, how 
much of the alley 
has been “oiled,” 
the difficulty set- | 
ting and the 


play at once, with any 
combination of the 
characters. 

The “Japanima- 
tion" characters are 
the source of one of 
my few gripes. Only 
the lower half of the 
screen displays the 


characteristics of 
your on-screen | 
character. There 
are four charac- 
ters to choose 
from, of both 
sexes and two 
races, and each 
character has 
unique strengths 
and weaknesses. 
Four people can 


peculiar arrangement 
where the pins are set up 
in unusual formations and 
you play nine "holes" 
(frames), each with its own 
“par” and scored accord- 
ing to golf rules. Practice 
mode allows you to set up 
the pins in any formation 
you wish and rehearse 
your technique. 

Technique is a matter of 
balancing four variables: 
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ball as it rolls toward 
the pins; the other half 
| is virtually wasted 
| showing your charac- 
| ter's reactions as the 
ball hurtles toward the 
pins. l'd like to have 
seen more of the 
action and less of the 
cute characters. 

Otherwise, the 
| graphics are impres- 
Sive: big, bold, crisp 
and colorful. The 
sounds are ordinary, except for the 
sound of the ball striking the pins, 
which is very realistic. There are lots 
of nice little touches, such as constant 
commentary and a touch of sarcasm 
whenever you fail to break 200. АП in 
all, a good once-in-awhile rental for 
some of us, and a worthwhile invest- 
ment for real fans of the sport. 

—Josh Mandel 

American Technos Inc. 
4805 S.W. Griffith Drive 
Beaverton, OR 97005 
(503) 643-9768 
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Goal! Two 
JALECO 
For the Nintendo Entertainment 
System($49.99) 


SOUND/MUSIC © 
GRAPHIC: 
PLAYABILITY 
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| cannot tell a lie...l'm a soccer 
junkie. | fanatically followed the 
results of the last World Cup in 1990. 
| got warm and tingly inside when | 
learned that the United States would 
be hosting the upcoming 1994 World 
Cup. (Okay, maybe | didn't get warm 
and tingly, but | was darn happy.) 
And, of course, | scarf up every video- 
game version of soccer | can get my 
paws on. l'm happy to say that my 
latest discovery, Goal! Two, is the 
best soccer game | have ever played 
on the NES. 

Goal! Two is loaded with player- 
friendly options. You can set auto- 
matic or manual goalie control, which 
allows you to stick the NES with the 
harrowing job of goalkeeping. You 
can set the length of each match from 
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two to 90(!) minutes. You can enable 
or disable the infamous offside rule, 
which prevents too many players 
from entering the opposing team's 
goal area at once. You can enable or 
disable fouls. You even get a choice 
of two control methods, one of 


SS 


the ball after you kick it, which 
allows you to curl long kicks 
toward the goal (and hopefully 
into the goal). Being able to curl 
your kicks is no big deal, but it’s 


which is specially tailored to 
this particular game’s unique 
graphic presentation (descrip- 
tion follows). 

Goal! Two is programmed 
with 24 different national 
teams and four modes of play: 
Super Cup (a World Cup-type 
tournament), 1P vs. Com (one 
player against the NES), 2P vs. 
Com (two players against the 
NES) and 1P vs. 2P (two play- 
ers against each other). 
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Before the start of each 
match, you choose one of four 
formations to be used by your 
team. The formations range 
from the defense-oriented 4-4- 
2 (with eight defenders) to the 
offense-oriented “sweeper” 
(with six attackers). Once 
you've chosen a formation, the 
match begins. 

During the match, you can 
coax a variety of maneuvers 
from your players: headers, 
bicycle kicks, slides, body 
| stops and more. You can even 
| put a slight amount of spin оп 


a good example of the attention 
to detail that makes Goal! Two 
so much fun to play. 

Goal! Two's graphics are the 
most unique aspect of the game. 
The playing field is viewed at a 
tilted isometric angle that I’ve 
never seen in a soccer game 
before. The game scores points 
for this keen viewpoint alone. 

Keen viewpoint aside, the 
graphics are simplistically 
drawn, and there is some nasty 
sprite flicker when too many 
players appear on the screen at once. 
The sound effects and music are both 
average, as is usually the case with 
sports games. 

The verdict: Goal! Two shoots and 
scores. It's a near-perfect mixture of 
action and strategy that will leave both 
casual game players and soccer 
junkies satisfied. Here’s hoping that 
Jaleco carries over this superb soccer 
series to the Super NES, so 16-bit 
players can get in on the fun. 

—Zach Meston 


Jaleco 

310 Era Drive 
Northbrook, IL 60062 
(708) 480-1811 


Dave brought up the point that the NES is 
still a worthwhile game console, and all 
editors concurred that Goal! Two is a 
good example of that. 
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D&D: Warriors of the 
Eternal Sun 


SEGA 
For the Sega Genesis ($69.95) 


GRAPHICS 
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With their variety of situations and 
rule complexities Dungeons & Drag- 
ons simulators have always worked 
best on personal computers. With its 
four button controllers (A,B,C, 
START), the Genesis always seemed 
a poor candidate for smooth transla- 
tion. But by working within many of 
the system's limitations and stretching 
the boundaries of others, Sega has 
produced a role-playing game better 
than many whose rules were devised 
for the purpose of electronic play. 

Rather than anchor itself to one of 
the established D&D worlds used as 
settings for existing software, Sega 
created a town and magically trans- 
ported it to a brand-new world with no 
connections to any old ones—suppos- 
edly. Players create four-member par- 
ties, which limits successful expedition 
to minor variations of fighter-cleric- 
mage-thief. All start out as first level in 
the now-lost castle. With no trade, 
merchants have few weapons, armor 
or supplies. Nearly uncontrollable 
panic is about to overcome the popu- 
lous, while Duke Hector Barrik is so 
morose that players will be happy to 
risk the wilderness' monsters simply to 
get away from him. In fact, Warriors 
boasts perhaps the most discomfort- 
ing sequence for 
player failure in all 
of gaming: Dis- 
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heartened by the party's defeat, the 
castle inhabitants turn on themselves 
in panic, eliminating all traces of their 
culture, along with their own lives. 

All town and wilderness play is seen 
from a 3-D overhead perspective, with 
one character controlled by the player 
while the other three follow. Unlike far 
too many games using this view, the 
rear characters know to walk around ob- 
jects and not get stuck every five spaces. 

Outdoor combat involves the four 
characters acting and moving indepen- 
dently to best attack or avoid oppo- 
nents. They don’t move awkwardly 
from invisible hex to hex; remaining 
movement allowance is recalculated 
with each almost invisibly small step. 

Inside travel is from a 3-D first-per- 
son perspective, with its predictable tac- 
tical movement limitations. Compared 
to outside travel, the graphics screen for 
dungeon/tower/cave exploration is tiny, 
but that probably contributes to its light- 
ning speed, which makes indoor travel 
far preferable to outside treks. The first- 
person segments also have auto-map- 
ping, which, unfortunately, is plagued 
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with a limited memory. The game only 
remembers the map of the specific dun- 
geon area as long as the player is con- 
tinually exploring it. 

To avoid nonstop menus for re- 
peated actions, players assign the two 
most common weapons/skills/spells to 
the A and В buttons. 

However, players do not need to 
have weapons and spells ready to use 
in that particular combat round. All 
items, skills and spells have their own 
graphic icon, making it possible to dis- 
play large quantities of information 
without cluttering up the screen. 

Warriors’ only serious flaw lies in its 
experience system. Characters are 
awarded points only if they participate 
in a kill. While this adds realism to the 
game, it also means that the party 
must constantly rest, and the frontline 
characters must risk unnecessary dam- 
age to ensure the spell casters get suf- 
ficient experience needed to attain the 
magical firepower crucial to survival in 
fantasy role-playing games. Also, like 
95% of the genre, the emphasis here is 
on combat, not role playing. 

Nevertheless, D&D: Warriors of the 
Eternal Sun is Sega’s long-needed salvo 
in the battle for 16-bit role-players. Now, 
if Dungeons & Dragons could be done 
so easily on a simple controller, why 
isn't anyone interested in doing Tunnels 
& Trolls, Runequest or Traveller? 

—David S. Moskowitz 
Sega of America 
130 Shoreline Drive 
Redwood City, CA 94065 
(415) 508-2800 
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Griffon 


For the TurboGrafx-16 ($49.95) 
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(As this issue went to production, 
we were provided with a version of 
Order of the Griffon that was nearly 
complete, except for some of the 
images in the first-person perspective 
sequences.) 

Order of the Griffon is the first Tur- 
boGrafx-16 RPG based upon 
the Dungeons & Dragons 
games. The situation in- 
volves a vampire who has 
amassed bands of monsters 
to wreak terror on the people 
and take over the land. Тћа 5 
the rumor, though. Your Lord 
Korrigan has his doubts 
about these “superstitions,” 
as he calls them. He commis- 
sions a party to find the 
truths to these stories. 

You put together adven- 
turers from seven types of 


Somehow, they 
do, and the 
responses of peo- 
ple whom you 
speak 10 аге 
affected by the 
makeup of your 
characters’ statis- 
tics as well. 
Fighting is com- 
mon as soon as 
you leave the rela- 
tive safety of a 
town and journey 
to another loca- 
tion. Bands of 


monsters seem to jump out at every 
step of the way. Getting killed is very 
easy, and it takes trial and error to find 
out which of your party members is 
most effective against certain mon- 
sters. But working to win these battles 
brings the reward of the fallen ene- 
mies’ weapons and money, which you 
can always use for your party’s own 
benefit. 

Griffon has an easy-to-use inven- 
tory selection screen. You can effort- 
lessly arm or disarm either of your 
characters’ weapons or select spells. 
This simplicity of function, though 
complex still in content, is 
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character classes (fighter, cleric, thief, 
etc.) and three different personalities 
from each of these. In all, there are 21 
people to choose from to fill the four 
positions available for the journey. 
Once you're briefed by Lord Korri- 
gan, you begin in the corridors of the 
castle Radlebb Keep. Doors entered 
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this RPG's strongest point 
and is handled very well 
without confusion. 

There aren't that many 
locations in Order of the 
Griffon to explore, and most 
of the mysteries in the 
game's plot aren't so puz- 
zling. So surviving the many 
fights you'll encounter is the 
key to this RPG. Otherwise, 
this is a basic sleuthing 
adventure trussed up in fan- 
tasy garb—an intermediate- 


may reveal clues and important infor- 
mation waiting in the rooms behind 
them—or zombies, goblins, rats and 
any other sort of creature that's eager 
for a kill. 

Go outside the castle and your 
party will be walking through the sur- 
rounding town, where a tavern, 
weapons shop and holy place are 
found. Beyond Radlebb Keep are other 
castles and towns where you must go 
to explore. 

Griffon incorporates the terminol- 
ogy used in D&D into its game play, 
but it's hard to figure how things like a 
character's intelligence, wisdom and 
charm affect, say, the fight scenes. 


level RPG. 
—Howard Н. Wen 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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If it's true that imitation is the sin- 
cerest form of flattery, then the folks at 
Capcom must be more flattered than a 
pancake by now. Its Street Fighter Il is 
the most popular video game since 
Pac-Man, and the industry has clearly 
gone half insane in its frantic attempts 
to grind out Street Fighter clones by 
the dozens. World Heroes is the latest 
pretender to the SF// throne, and, 
while nobody really expects it to divert 
much attention away from Capcom's 
powerhouse, it has been warmly 
received in the arcades. 

l'd guess that there are two main 
reasons why the game succeeds: First, 
it's a cleanly designed contest that 
takes advantage of the power of the 
Neo*Geo without any of the flickering 
or slowdowns that put a damper on 
some of SNK’s more ambitious titles. 
Secondly, it is such an unbelievably 
blatant copy of SF// that a Capcom vs. 
SNK lawsuit wouldn't surprise me one 
bit. Honestly, this sucker should come 
in a box with a sticker that screams “1 
am a Street Fighter ll clone!" 

Of course, it's not the first NeoGeo 
SFII clone—Fatal Fury even had a digi- 
tized voice that announced each round 
with the exclamation, "Fight!" But 
World Heroes goes wa-a-a-ay beyond 


that. There are eight characters to 
choose from, including one female 
and a pair of Japanese martial artists 
who share the same special moves. 
One guy even has the ability to attack 
with fists and feet that stretch across 
the screen like Plastic Man's would do. 
A map appears before each match to 
show each fighter's country of origin, 
and there are hordes of onlookers who 
cheer and gesture wildly in the back- 
ground during each round. After each 
battle, close-ups of the characters 
appear, and the winner taunts his or 
her bloodied opponent. Does any of 
this sound familiar? 

The tastiest bits of World Heroes 


appear when the game goes out on a 
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imb and strays from the SFII format. 
Janne, the female character, is per- 
haps the best example: She's the only 
ighter who carries a weapon (a 
Sword), and her postgame remarks are 
particularly sarcastic. "Would you like 
to make any other comments about 
my place being in the kitchen?" she 
says to her male opponents after slic- 
ing them up and—in the Death Match 
option—stripping the hair from their 
heads. The Death Match is also inter- 
esting because the characters can be 
injured by their surroundings: spikes 
on the walls, flaming barriers, etc. 

Let's pretend for the sake of argu- 
ment that the Street Fighter series 
never existed. (Don't hyperventilate, 
we'll bring it back in a moment!) It's 
hard to estimate what the public reac- 
tion to World Heroes would have been 
in such an imperfect world, but I'd 
have to guess that the game would 
fare pretty well. If the genre didn't 
have a solid foundation, it wouldn't be 
So widely imitated. | should stress, 
too, that the graphics, sounds and 
game play of World Heroes are cer- 
tainly strong enough to make a favor- 
able impression, particularly when 
taken out of the context of the current 
craze. Heck, it really is a fun game. It's 
just a shame that it's so unoriginal. 

— Chris Bieniek 

SNK Home Entertainment Inc. 
20603 Earl St. 
Torrance, CA 90503 
(310) 371-8555 
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PARKER BROTHERS 
For the Super NES ($49.99) 
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For those of you not familiar with 
the board game Clue, allow me to 
offer you a quick strategy guide: 

If not A, then (B-F) 

C+i=D+k 

Z2 - ۷2 = x2 

(Attention techno-dweebs: The 
above is meant to be a joke, okay? | 
haven't solved a polynomial equation 
since the ninth grade.) 

The point is, behind its pseudo-Sher- 
lock Holmes trappings, Clue is essen- 
tially a cut-and-dried exercise in logic: 
The object of the game is to determine 
which of six seedy characters (Professor 
Plum the archeologist, Miss Scarlett the 
gold digger, etc.) used which of six 


the NES, the computerized 
players move so fast that it’s 
almost impossible to keep 
track of the action; rather than 
absorb the clues at your 


handy wea- 
pons (a candle- 
stick, a lead 
pipe, etc.) in 
which room of 
a stately man- 
sion (the study, 
the conserva- 
tory, etc.) to 
dispatch the 
unfortunate 
(and ever-anon- 
ymous) Mr. 


leisure, you have to write them 
down as soon as possible, 
which makes for a rather 
nerve-racking experience. 
Also, these players are no 
rocket scientists: After deliber- 
ately bowing out of the middle 
of one game, | watched as my 
imaginary opponents wore a 
deep groove between the 
lounge and the conservatory, 
repeating many suggestions 
Я that had earlier been posed 
and disproved. 
"Fine," | can 
: Cum A hear you saying. 
ла E “What if | want to 
} EN play with friends ог 
family?" Well, this 
is where we have a 


Boddy. At the 
start of the 
game, each 
player is dealt 
a varying num- 
ber of cards 
showing which 
variables (ex- 
cuse me—l 
mean which 
people, wea- 
pons and loca- | 
tions) could 


crime was com- 
mitted by Mrs. 
Peacock with the 
rope in the bil- 
iards room, the 
computer will 
give you a dra- 
matic re-creation 
(à la A Current 
Affair) up to the 
point where 
another player 


not have been 
involved in the crime. Then the partici- 
pants roll the dice, picking up cryptic 
clues and making intermittent sugges- 
tions about the identity of the murderer 
and his or her modus operandi. 

So what does the video-game ver- 
sion of Clue offer that the board game 
doesn't? Well, for one thing, you get 
some cool cinema displays illustrating 
players' suggestions—if you conjec- 
ture, in "interrogation" mode, that the 
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can prove you 
wrong. These displays are done with a 
fair amount of wit, and the accompany- 
ing music is properly atmospheric, like 
the score to a 1940s film noir. 

However, the main raison d'étre for 
Clue is that it allows you to play alone 
against up to five computerized oppo- 
nents—and this is where the adapta- 
tion starts to run into some serious 
trouble. As in Parker Brothers' first 
board-game conversion, Monopoly for 


serious difference 
| of opinion: | can 
| think of nothing 
more ridiculous 
than four people sit- 
ting down in front 
of a TV set to play Clue when there's a 
perfectly usable (and much cheaper) 
board game hidden in the closet. Call 
me old-fashioned, but, when you have 
real live human beings over, | think 
you should actually go out of your 
way to talk to them. 

—Bob Strauss 
Parker Brothers 
50 Dunham Road 
Beverly, MA 01915 
(508) 927-7600 
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Chris notes that the cinematic scenes 
make it more fun than you'd expect, but 
all agreed that it was a clean and simple 


port to pixels. 
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Spider-Man: Return 


of the Sinister Six 
LIN 
For the Nintendo Entertainment 
System ($49.99) 
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The most recognizable character in 
Marvel Comics’ stable of superheroes, 
the Amazing Spider-Man has had a 
checkered past in the history of video 
games and computer entertainment. 
From a modest debut in Parker Bros.’ 
cartridge for the Atari 2600 to a Scott 
Adams Questprobe adventure for 8-bit 
computers, from a pair of Paragon PC 
adventures to scrolling adventures on 
the Game Boy, Genesis and Game 
Gear, his red-and-blue tights are 
always a welcome sight. 

In this scrolling beat-'em-up, Spi- 
der-Man jumps, kicks, spins webs and 
punches out bad guys. Hey, what did 
you expect, a role-playing game? The 
pace is steady and frantic, with a 
pretty fair difficulty curve, and 
the super-villains’ attacks are 
often completely unpredictable— 
a nice change from the stale pat- 
terns that most boss characters 
follow. 

The graphics and sounds in | 
Spider-Man: Return of the Sinis- 
ter Six are fairly well-done. The 
soundtrack is particularly note- 
worthy, even though the odd 
slide guitar tones in certain areas 
seem like they'd be better suited 
to a game with a more humorous 
theme. Spidey and his foes look 
pretty good, in spite of their small 
size, and the characters’ move- 
ments are pretty smooth. One weak- 
ness is the animation of the main 
character as he crawls up a wall, as he 
appears to gain about 50 pounds 
whenever he turns his back to the 
“camera.” 

The game’s atmosphere—and to a 
certain extent, its integrity—is largely 
due to its roots in Spider-Man's comic 
book history. The Sinister Six was 
formed in the '60s under the guiding 
hands of Stan Lee and Steve Ditko, the 
original Amazing Spider-Man creative 
team. Though the six super-villains— 
Electro, the Sandman, the Vulture, 
Doctor Octopus, Mysterio and the late 
Green Goblin (who is replaced in the 
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new team by the Hobgoblin)—banded 
together to defeat their mortal enemy 
by joining forces against him, they 
ended up battling him one at a time, 
with a different fight breaking out 
every few pages. 

Now there's a video-game story 
line for you! Lee and Ditko seem to 
have invented the concept of the 
“boss character” years before video 
games appeared before the public 
eye. In fact, the gimmick in the original 
Sinister Six story was that each of the 
six battles was highlighted by a full- 
page “splash panel” pin-up that 
appeared in the middle of each fight. 
B.I.T.S. has retained the flavor of this 
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idea with full-screen illustrations that 
introduce each of the rounds of the 
video game. 

As surprising as it is to learn that 
this is the web-slinger's first NES 
appearance, it's also interesting to 
note that Spider-Man: Return of the 
Sinister Six will not be appearing on 
the Super NES. The word in the indus- 
try is that Sega has acquired the exclu- 
sive right to produce Spider-Man soft- 
ware for all 16-bit game systems. 
That's good news for NES owners, 
who are just starting to realize how 
quickly the support for any game sys- 
tem can evaporate. There's always a 
place for a good, original 8-bit title, 
and the NES Spider-Man fits that 
description pretty well. 

—Chris Bieniek 


LJN Ltd. 

71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 
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New Adventure 
Island 


ти 
For the TurboGrafx-16 ($54.99) 
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If you're familiar with the Adven- 
ture Island series of games—and what 
gamer isn't these days?—then you'll 
enjoy New Adventure Island for the 
TG-16. It’s a game of precisely timed 
jumps and shooting. 

The game opens at the church 
where Master Higgins is to wed Tina— 


IR Well, the evil Baron Bron- 
Sky won't stand for this, 
because he wants to wed 
Tina himself. The evil baron 
captures Tina and six island 
children, and hides them on | 
separate islands. As Master |y 
Higgins, you must rescue the Ê 
children and, finally, Tina B 
herself. 

You'll be fighting your way through 
seven islands, the first six having four 
areas each and the seventh island 
being Bronsky's castle. The islands are 
made up of various stages, such as 
the jungle, the desert, an ice level and 
a weather level—the latter three 
stages consist of rain, snow and sun- 
shine. At the end of each level, there is 
a castle with a boss that must be 
defeated before you can proceed to 
the next island. 

Along the way, you'll encounter 
some familiar enemies such as bats, 
spiders, snakes and frogs. There are 
some new enemies and obstacles as 
well: a salamander-type creature; a 
snowman that turns into a pig when 
it’s shot; jumping bunnies and mice; 
fire-breathing platforms; spiked carts; 
and a skull that shoots fireballs at you. 
To help you cut through, there are 
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weapons scattered throughout each 


level in the form of hatchets, 
boomerangs, arrows and hidden fire- 
power. You'll also face a bevy of 
Skateboards, honey girls and the 
dreaded, power-draining eggplant in 
eggs, as well as hidden eggs with 1- 
ups, bonus fruit or milk to boost your 
energy points. As with all the Adven- 
ture Island games, you must replenish 
your energy often by eating fruit. 
There's plenty of it, but it disappears 
quickly once it's in view. 

There are two features that help 
you on your way to finishing New 
Adventure Island. First, there are 
unlimited continues. You are able to 
continue from the stage you were 
killed on. This differs from previous 
installments that threw you back to 
the beginning of the world, instead of 
the beginning of the stage you're play- 


ing. The other feature is the midstage 
checkpoint, which is only available for 
the first three stages of a level. As 
long as you have passed this flag and 
don't lose all of your lives, you will 
restart from this midpoint. 

The game's graphics are great, but 
the music and sound effects are aver- 
age. Also, during the weather level, 
there are annoying rain and snow 
effects. Although they look great 
graphically, they end up as more of a 
distraction to game play. 

New Adventure Island is an enjoy- 
able game, but, unfortunately, one that 
can be finished in a few hours. The 
main hitch to success is in controlling 
Master Higgins—the jumping mechanic 
is a bit hard to coordinate—but once 
you've mastered that, you'll mop up. 
While it's nice to see the Adventure 
Island series being expanded to the 
TurboGrafx-16 line, this “new” version 
is somewhat lightweight. 

—Bissy Eddy 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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Super High Impact 
ARENA ENTERTAINMENT 
For the Sega Genesis ($49.95) 
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A person's choice of football video 
game is a deeply personal thing. 
Some prefer games that mimic the 
trappings and excitement of the event 
itself; some would rather have less 
glitz and more hands-on, in-depth 
strategy. And some, or so Arena 
Entertainment is betting, can't decide 
whether they'd rather be playing foot- 
ball or going ten rounds in the ring. 
This is the premise of Super High 
Impact, a new “in-your-face” ap- 
proach to football video gaming with 
none of the frills you've come to 
expect and several you never thought 
you would see. 

This is a one-game-at-a-time propo- 
sition. You're not going to play a sea- 
son's worth of games; you're not wor- 
rying about your standings in the 
league; you're not even going for a 
Super Bowl win. Super High Impact 
lets you choose from 18 fantasy 
teams—no names, no stats, no man- 
agerial options whatsoever—in any of 
three leagues (read "three leagues" as 
three difficulty levels when playing 
against the computer). 

Not that there are no options at all: 
You can choose grass or the plastic 
stuff, the length of the quarter and 
whether fighting is turned on or off 
(more about that in a moment). You 
then proceed to play your basic foot- 
ball game versus the computer, a sec- 
ond player or two players against the 
computer. 

There are 16 offensive and 16 
defensive plays, all fairly standard. 


You control the quarterback or run- 


ning back on offense and га 
various players on defense 
depending on the play you 
choose. 

Here's where things get 
hairy. On offense, you can 
twist or jump away from the 
linemen; successful tackles 
are rated for their bone-jar- 
ring violence. The "C" but- 
ton will give the player 
you're controlling an extra 
burst of energy, once per 
play, so tackles can be 
intense enough to shake the 


screen, blow the carrier's helmet to 
smithereens and send his pads across 
the field. The same option, used by the 
offense, can give your man the burst 
he needs to break free and score. 

Of course, all that gridiron ballet is 
going to tick somebody off. So fights 
break out spontaneously after plays, 
and the whole team gets involved. 
You pound on the buttons as fast as 
you can to beat the other team to a 
pulp, though there doesn't seem to be 
much measurable outcome other than 
the thrill of "winning" the fight. Inci- 
dentally, this 
pounding is also 
how you build 
up energy during 
punts, kickoffs 
and field goals. 

The game 
earns its highest | 
marks for sound 
and graphics. 
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There are loads of digitized calls and 
insults ("Eat this!" took me by sur- 
prise). Accompanying this are small, 
animated windows with refs making 
calls and coaches shaking their heads 
in disbelief or hanging them in shame. 
The on-screen players actually look 
great; they're detailed, they move real- 
istically and they all have plenty of 
personality. 

Unfortunately, there's not enough 
depth to Super High Impact to keep it 
interesting to those who love real foot- 
ball. The wild tackling and fighting are 
novelties that add little to the 
game play. Unless you really 
prefer footbrawl to football, 
this one's more fun to watch 
than to play. 

—Josh Mandel 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 
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For the Super NES (N/A) 
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They’re mean, they’re green and 
they've hit the Super NES scene. After 
three awesome adventures on the 8- 
bit NES, the Teenage Mutant Ninja 
Turtles have made the jump to Nin- 
tendo's 16-bit wonder console with 
Teenage Mutant Ninja Turtles IV: Tur- 
tles in Time, which is a conversion of 
Konami's own hit coin-op, TMNT II. 
(The first TMNT coin-op became 
TMNT Il on the NES.) As always, the 
Valley-talking, pizza-scarfing foursome 
is up against the evil Shredder and his 
Foot Clan. Shred-head has snatched 
the Statue of Liberty out of New York, 
and the Turtles have to track down the 
Shredder and take back Lady Liberty. 
At the end of the fourth level (there 
are ten levels in all), the Turtles find 
Shredder, but he's not ready to give 
up. Instead, he activates a Matrix Dis- 
placement Beam that sends the Tur- 
tles back—way back—in time. The 
remaining six levels take the Turtles 
through various eras of history, from 
2,500,000 B.C. ("Prehistoric Turtle- 
saurus") to 2100 A.D. (“Where No Tur- 
tle Has Gone Before") and back to the 
present, where they go up against 
Shredder in a fight to the finish. TMNT 
IV has two subgames in addition to 
the main adventure. In the Time Trial, 
your goal is to fight through five 
rounds of bad guys as quickly as pos- 
sible. In the Versus mode, two players 
battle each other, with each player 
controlling one of the 


DE O- 


GAME REV 


an effect that truly has to be seen to 
be appreciated. TMNT IV's graphics 
are excellent. Scaling and rotation are 
used sparingly, but effectively, and the 
backgrounds for each level are dis- 
gustingly bright and cheerful. The 
music and sound effects are also well 
done, although the speech samples 
that introduce each level are just plain 
goofy. TMNT IV's only flaw is that the 
game is easy to beat. Two of my 
friends were able to play through the 
game, at the normal level of difficulty, 
in less than an hour, and | was able to 
beat the game at the hard level in a 
single day. Konami knows how to 
make a challenging game (Contra Ill: 
The Alien Wars being a prime exam- 
ple), so | was surprised at the wimpy 
difficulty level. Even with the lack of 
challenge, there's a lot to like about 
this game: gorgeous graphics, rocking 
soundtracks and superb playability. 
TMNT IV is a "must-buy" for novices 


four Turtles. Great beat- 
'em-ups always have a 
wide variety of attack 
moves, and TMNT IV is a 
great beat-'em-up. You 
have seven moves to 
choose from (nine in the 
Versus mode), and each 
Turtle has his own "Spe- 
cial Technique" move. 
My favorite move has to 
be the Catapult, where 
the Turtle grabs his 
enemy and throws him 
straight out of the screen, 
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and younger players, and a “must- 
rent" for expert players. 
—Zach Meston 


Konami 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 
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Though a bit easy, TMNT IV certainly 
doesn’t fail to entertain. Dave saw too 
many ninjas repeated, while Mike hopes 
there won't be too many Turtle sequels. 
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TGX020014 — JJ. & Jeff $19.99 
TGX030009 Ромег Golf $19.99 
TGX020039 Dragon's Curse $19.99 
TGX040050 Ninja Spirit $29.99 
T6X030004 ^ Vigilante $19.99 
TGX040068 Andre Panza Kickboxing $49.99 
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TGXCD1011 Sherlock Holmes-CD $49.99 
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T6XCD1005 Magical Dinosaur Tour-CD $49.99 
T6XCD1003 Мопѕіег Lair-CD $49.99 
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TGXCD1015 Y's Ill-Wanderers from Y's-CD $49.99 
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FOR MORE INFORMATION Total 


CALL 1-800-368-0054 


IL Residents Add 7% Sales Tax 
Shipping and Handling (left 
Total Amount Enclosed | 
libervvil 
Personal Check-Driver's License # 
Money Order or Cashiers check # 
Visa or Mastercard (circle one) Credit Card # 


Expiration Date: 
Signature of cardholder 


Printed name of cardholder 


CIRCLE #124 ON READER SERVICE CARD. 


Gargoyle’s Quest Il 


CAPCOM 
For the Nintendo Entertainment 
System (N/A) 
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What's a gargoyle to do? Although 
Firebrand has spent much of his time in 
the Warrior's Training Center practicing 
his battle skills, it seems it may all have 
been for naught. Now, a strange black 
light has appeared in The Ghoul Realm, 
leeching all magic from the land. Fire- 
brand has little choice. Left 
alone in the training center, 
it's fallen to him to solve the 
mystery of the black light. 

In Gargoyle's Quest II, 
it's your task to guide Fire- 
brand through his many 
trials and tribulations. On 
your way to solving the 
mystery of the black light, 


you'll have obstacles to overcome 
and creatures to defeat—not to 
mention treasures to find. But, 
you must be hot on the controller 


That's not to say that Gargoyle's 
Quest Il is an easy game. Far from it, in 
fact. If you consider yourself to be a 
jump-and-shoot expert, you'll find this 
game to contain many new challenges. 
Gathering each of the vials in a level 
requires precise timing and skilled but- 
ton punching. For this reason, Gar- 
goyle's Quest ll is as much a puzzle 
game as it is a jump-and-shoot, action 
contest. Thought and experimentation 
are the road to victory. But quick 
reflexes on the 
control pad don't 
hurt, either! 

You'll need 
those quick re- 


pad if you're going to success- 
fully move Firebrand through 
each level, leaping from platform 
to platform, floating in the air and 
blasting the enemies that get in 
your path. 

Luckily, one of Gargoyle's 
Quest II's strong points is the ele- 
gant control system, which en- 
ables you to make Firebrand jump, 
drop, hover or climb. Although the 
controls take some getting used 
to, once you get the hang of them, 
you'll be impressed by their sim- 
plicity and flexibility. Whether 
you're leaping to a platform, 
climbing the side of a building or 
drifting in the air, the controls are 
responsive and easy to master. 
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flexes as you make your way through 
each level and confront an army of 
enemies, including specters, bats, 
killer ostriches (hey, don't blame me; I 
didn't write the game!), fire demons 
and harpies. Each creature has its own 
way of moving and attacking, so if you 
plan to conquer each level, you'll need 
to be observant as well as fast. 

While your main objective is to 
gather all the vials (most of which have 
been tucked away in sadistically hard- 
to-reach locations), 
you'll also stumble 
upon additional trea- 
sures, which will 
boost your powers 
ог recover your 
strength. For exam- 
ple, certain jars, 
when scooped up, 
both fill and length- 
en your lifeline. In 
addition, hearts 
restore lost life points. 

The Ghoul Realm is, of 
course, a magical place. 
Firebrand, too, has access 
to various magical powers. 
He starts his quest with 
only fireball magic, which 
allows him to spit balls of 
fire at his enemies. As he 
completes quests, however, 
he will gain access to other 
magical skills, including the 
ability to smash blocks, 
climb deadly spikes and 
restore his energy. 

To sum things up, although Gar- 
goyle's Quest | breaks no new ground, 
it's a playable and habit-forming con- 
test with which you'll enjoy many chal- 
lenging, nerve-racking and, yes, frus- 
trating moments. This one's an essential 
purchase for jump-and-shoot fans who 
think they've mastered the genre. 

— Clayton Walnum 


OREOR! 


Capcom USA 

3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 
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RENOVATION 
For the Sega Genesis ($49.99) 
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Just in time for Jennifer Capriati's 
transformation from the impossibly 
perky, autograph-signing sprite of as 
recently as last year's U.S. Open to the 
humorless, world-weary postadoles- 
cent of 1992, here comes Jennifer 
Capriati Tennis, by all indications a 
generic Japanese tennis game that 
Renovation saw fit to add Capriati's 
name to before introducing it in the 
U.S. How do | know this? Well, for 
starters, in the prototype | sampled, 
Jennifer has red hair, while any tennis 
fan worth his or her salt will tell you 
she's a born brunette. | also have 
a hunch that the players in this 
cart were compelled to undergo 
last-minute sex-change opera- 
tions—nothing against female 
athletes, mind you, but these 
ladies hit the ball awfully hard. If 
this were the Olympics, they'd be 
in for some serious Y-chromo- | 
some testing. 

If you can get past this clumsy 
subterfuge, though, you'll find 
Jennifer Capriati Tennis to be a 


SAPATIE | 
\ RANK 4 
ALL ROUND й 


MARTILOA 
RANK 5 
NET PLAY 
ALANCHES 
RANK 6 
BASE LINE 


better-than-average simulation. 
There are the usual variety of [e 
play options (singles against 
the computer, doubles with a 
friend against the computer, 
etc.); a couple of innovative, if 
superfluous, features (a train- 
ing mode in which you practice 
strokes with a coach, a cus- 
tomizing option that allows you 
to create your own player); and 
a respectable array of comput- 
erized male and female oppo- 
nents, whose names, in tradi- 


tional made-in-Japan fashion, all seem 
a little bit off—"Klubb" from England, 
“Martiloa” from Czechoslovakia...you 
get the idea. 

Most important of all, the play con- 
trol in Jennifer Capriati Tennis is sur- 
prisingly fluid. While there aren't as 
many ball-control options as in, say, 
Nintendo's Super Tennis—mainly 
because the Genesis controller has 
half as many buttons as the Super 
NES controller—the game play 
doesn't suffer all that much by com- 
parison. In fact, l'd venture to say that 
Renovation's game is more realistic— 
if you can reach the ball in Super Ten- 
nis, you're practically guaranteed to 
land it in bounds; whereas Jennifer 
Capriati requires a little more finesse. 

About the only area where Jennifer 
Capriati Tennis serves up a fault is 
audio. Everything in this game sounds 
as if it were recorded in a shoebox, 
especially the umpire, who instructs 
players to commence serve with an 
unplaceable, Peter Lorre-inflected 
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“bleh.” While | suppose | can excuse 
Renovation for not programming in 
Jennifer Capriati’s charming grunts—l 
recall a Wimbledon match of hers 
against Monica Seles (herself a 
famous grunter) that prompted the 
British press to compare both players 
to barnyard animals—l can't forgive 
the dinky crowd noises, especially the 
lone whistle at the conclusion of every 
point that sounds like a bratty kid 
scraping chalk on a blackboard. 
Overall, perhaps the most impres- 
sive thing about Jennifer Capriati Ten- 
nis is that Renovation had the guts to 
introduce a girls-only title into the 
testosterone-laden, little-boys-in-the- 
clubhouse world of video games. But 
just one word of warning, guys: Hav- 
ing the female players sob uncontrol- 
lably when they lose a match might be 
construed as being just a bit sexist. 
—Bob Strauss 
Renovation Products 
987 University Ave., Suite 10 
Los Gatos, CA 95030 
(408) 395-8375 
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It has been two centuries since 
humankind began exploring space, 
and a monitoring system at the far 
reaches of the solar system has picked 
up something strange. There appears 
to be a new comet moving through 
the system, but calculations predict 
that it will miss Earth easily. Probes 
are sent out to study the comet, but, 
as they approach, it suddenly 
becomes brighter. It changes course 
toward the probes, destroys them and 
moves toward Earth. 

The U.N. member nations combine 
their efforts and create special orbit- 
shifting missiles that are fired toward 
the comet to change its course. 
Instead of crashing into the Earth, it 
hits our moon instead, creat- A г 
ing a large crater. Probes di 2 
sent to study the remains 
find nothing of the comet, 
but do find a group of alien 
spacecraft lurking about. 

What does all of this 
mean, you say? А response 
to the critical shortage of 
horizontally scrolling shoot- 
ers perhaps? 

Dead Moon is indeed a 
horizontal scroller, and 


includes the typical power-ups, a 
choice of weapons and plenty of blast- 
ing to be done. It has been said that 
there is always room for another 
shooter, but.... 
There are only six levels to com- 
ete, of which some are divided into 
two sections. Your mission proceeds 
first from the cities of Earth. After clear- 
ing the skies there, you move into 
space. From there, it's to the surface of 
the moon, then into a cave beneath the 
surface, a hidden lake and finally the 
core of the moon. Apparently unlimited 
continues make this game seem even 
shorter, unfortunately. Each game 
starts with three lives and three 
"bombs" for inflicting heavy damage. 
Power-ups consist of four different 
weapon types, each of which has four 
levels of destruction. Guided missile 
and circling "drone" power-ups also 


o 
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provide a measure of pro- 
tection from the enemies 
and have several levels of 
power as well. An occa- 
sional "smart bomb" power-up will 
also float by, which clears the screen 
of enemies when nabbed. 

The enemies follow set patterns 
that are fairly easy to memorize after a 
few plays, and about the only strategy 
required is deciding which weapons 
work best upon which enemies and 
bosses. Building up your weapon's 
power isn't really a problem, as not 
only are the power-ups fairly plentiful, 
but they are usually easy to grab. One 
level actually gives you eight power- 
ups in a row before a single enemy 
appears. 

Graphics, both background and 
foreground, aren't too bad. The ene- 
mies are varied and look okay, though 
the bosses are a bit plain. The back- 
grounds have excellent scrolling—l 
counted nine separate planes of 
scrolling in one area—and are pretty 
good throughout. 

Longevity is going to be the prob- 
lem, as you can probably guess. Six 
levels and unlimited continues should 
let even weaker players knock this one 
off without much work. As compared 
to other shooters available for the TG- 
16, it certainly isn't the worst, but it 
doesn't have any freshness to make it 
especially attractive. 

—Brent Walker 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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The Duel: 
Test Drive Il 


BALLISTIC 
For the Super NES ($59.95) 
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"Test Drive Il...,” the voice beckons 
(is it male or female?) after | insert the 
game pak and power on the system. 
Yes, must play...must play The Duel: 
Test Drive 11.... | decree that the 
Porsche 959 shall be my chariot. (I 
forgo the Ferrari F40, with its candy- 
apple sheen, as well as the Lamborgh- 
ini Diablo.) 

| cruise the winding road in my 
showroom dream at a steady 195 
m.p.h., the envy of others who dare 
ride my path in their sedans, compacts 
and that monstrous beast known as 


gone ent use that lead 
oot of yours. 


the “family van.” Be gone!! | intone as 
| honk the horn, shift gears and pass 
the mere laymen, for | am the master, 
а god among mortals. 

But alas! In the rearview, | find 
another like myself. He rockets from 
behind in his Ferrari. | quickly maneu- 
ver to block his advance—then the 
radar detector sounds. An officer of 
the law is coming from my right! Shall 
| slow to the speed limit and allow my 
opponent to pass or follow the law of 
the road? 

Four racing scenes have differing 
climate and road conditions. 


The most difficult has it all: 
the twistiest road, rain, 
snow, night driving and lots 
of stuff for you to crash your 
insurance money pit into. 
The roads are divided into 
sections with gas stations at 
the finish. The goal is to beat 
your fellow auto-dueler to 
the stations. 

Gear shifting may be 
switched to automatic or 
manual, and your car's 


height can be lowered or 


ice: $ ‚000 
Layout: mid engine, 
rear wheel 
Engine Type: DOHC 48 valve, 
normally 
aspirated У12 
lacement: 5707 се 
heightened. The laws of physics bow 
to your whim, too. Drag, brake and 
acceleration coefficients, g-forces and 
speed loss from friction can be 
tweaked. 

Point-of-view racers lose a lot of 
the driving fun and control when 
pad controllers and joysticks have to 
be substituted for steering wheels. 
The Duel is no exception. It’s hard to 
tell if you will pass a car without hit- 
ting it, so you'll overestimate and 
probably run off the road or into the 
opposing lane. 

Since this is a straight port-over 
from the computer version, which has 
been around for awhile, the road 
graphics don't have the dazzle of F- 
Zero. It doesn't help either that over 
half of the screen is sucked up by the 


VIDEOGAMES & COMPUTER ENTERTAINMENT 
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steering wheel апа dash- 
board. Animation quality is 
so-so. The three-dimensional 
depth of other cars is weak. 
Digitized voices back 
things up that don’t need it. A 
cop appears in the rearview, 
so a voice exclaims "ић-оћ!" 
(no duh). As your car makes a 
less-than-spectacular leap 
over a hilly road, "your" voice 
shouts in glee like the canned 
laughter roaring away in the 
dead spots of a sitcom. 
The manual was a good read, 
though. Never figured out if the car 
horn really did anything useful. 
—Howard Н. Wen 
Ballistic 
550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 
(408) 985-1700 
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elcome back to VG&CE's port- two alternate routes in each of the first 
able pages, your best source for four areas. That's a total of 16 different 
objective opinions and fascinat- paths to the final battle against the Pen- 


ing handheld video-game trivia. guin, and most of these areas feature dis- 
Here's a little food for thought: Why ON THE tinctly different music and scenery. | 
did Taito pull the plug on the Game refuse to believe Sega's PR boasts that the 
Boy version of Space Invaders? background graphics have been "digitized 
Why won't the "Lynx Street Fighter 1" from real video footage on the movie 
rumor go away? Why does the Game set," but they're still a big improvement 
Gear battery pack take eight hours to over the standard brick buildings and 
recharge up to its full three-hour capacity? | clouds. 
You won't find the answers to these ~) The characters are very well-drawn: 
rhetorical questions in this month’s col- ^ Batman's cape billows in the wind; Cat- 
umn, but, as a certain middle-aged man woman tumbles like an Olympic gymnast 
once said, “I’m workin’ on it!" (albeit a leather-clad one); and most of the 
Hope your batteries are charged up, "generic" bad guys are distinctly different 
'cause here we go.... from one area to the next. The Dark 
Knight even gets to do a little bit of Spi- 


Batman Returns der-Man-style swinging. The controls are 
SEGA BY readily understandable, and, if the earlier 
For the Sega Game Gear ($34.99) Curis BIENIEK levels are a bit on the easy side, it only 


serves to draw you into the game’s more 


advanced levala Wit) S РАНИМ 


а НЕ Do Sadly, the snap, crackle and pop of the 
GRAPHICS Game Gear's sound chip can't quite do 
PLAYABILITY 123456 He 19 this game justice. 


OVERALL 12345 6 7o 10 With larger characters апа a little bit of 
layered scrolling—which I've hardly seen 
in a Game Gear title since Shinobi—this 
might have been even better than the 
blockbuster it already is. But the most 
controversial question raised by Batman 
Returns is this: Why can't every Game 
Gear title be this good? 

Sega of America Inc. 

130 Shoreline Drive 

Redwood City, CA 94065 

(415) 508-2800 


Big news from Sega this month: 
Batman Returns is definitely the 
hottest Game Gear title l've seen 
since Sonic the Hedgehog made 
the jump to the portable scene. A 
scrolling beat-'em-up in the tradi- 
tion of just about every other Bat- 
man video game, this flashy 
adventure somehow manages to 
inject a sense of freshness into the 
action at nearly every turn. 


From the solemn cinema-style WordZap 

introduction to the stylish, evoca- JALECO 
tive ending sequence, Batman For the Nintendo Game Boy 
Returns spares no expense in ($29.95) 
delivering a classy video-game 
experience to the Game Gear 
player. To say that there are five GRRE 1 Из 5 6 78 9 10 
levels in the game is to underesti- 

| ; PLAYABILITY 12345 е ғ 9 10 
mate its length. Not only is each 
level broken down into at least OVERALL 1234 s7 55 10 


two subsections—six in the case 
of the last stage—but there are You'd think that the early days of Game 
TCR GE = ES zi - =| Boy software development had already 
| EE. 44 рч PS 7 given us a decade's worth of puzzle 
| games. Just as Nintendo and its licensees 
і had to prove that the Game Boy was 
capable of much more than simple block- 
pushing contests like Kwirk and Catrap, so 
must Jaleco now convince us that one of 
these tiny gray cartridges can hold a refer- 
ence dictionary that’s comprehensive 
enough to make a game like WordZap 
credible. 
This one’s actually two games in one: 
Players can choose between WordZap (a 


Holy handhelds!—it’s Batman 
Returns for the Game Gear! 
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free-form Scrabble variant) апа WordHai, 
which is an interesting hybrid of Scrabble 
and the ancient tile game, mah-jongg. | 
liked WordHai better, if only because 
there’s no time limit involved; but they 


both give the player a very solid mental = 


workout. 

Of course, eye-popping graphics are 
not high on the priority list when games 
like these are developed, and WordZap's 
celebratory balloons and fireworks are not 
much more than token reward for com- 
pleting each successive level. What's more 
important is the game's vocabulary. Will 
the computer accept lesser-known words 
as valid entries? No problem there. 
WordzZap's internal word list is almost too 
flexible. Not only does it let you get away 
with a nonsensical term like "swive," but 
the computer even goes so far as to sug- 
gest strange words like "whap" if you ask 
it for help. 

The fact that WordZap doesn't really 
require any control-pad skills makes it a 
little more accessible than Spectrum 
Holobyte's equally impressive Game Boy 
debut, WordTris. But there's a lot to be 
said for both of these games, which pro- 
vide a nice alternative to the glut of Super 
Mario clones and shoot-'em-ups that dom- 
inate the libraries of all of the video-game 
systems. 

Jaleco USA Inc. 

310 Era Drive 

Northbrook, IL 60062 

(708) 480-1811 


Shadow of the Beast 


ATARI 
For the Atari Lynx ($39.99) 


GRAPHICS 1234567 8 [о 


Wow! Check out the specs on this 
game: 12 levels of multiplane scrolling, 
the fastest frame rate of any Lynx game, 
96 different monsters, over 200 sound 
effects and over 30 minutes of original 
music! Visually, Shadow of the Beast is by 
far the finest Lynx game ever released, 
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and it doesn't fare 
too badly in the 
audio depart- 
ment, either. The 
atmosphere gen- 
erated by this 
side-scrolling 
beat-em-up is 
absolutely over- 
whelming—it's at 
least as evocative 
as any previous 
version of Psyg- 
nosis' most rec- 
ognizable title, if 
not more so. 

Of course, the 
nagging criticism 
that has dogged 
every single ver- 
sion of Shadow of 
the Beast is that 
the game has sac- 
rificed entertain- 
ing game play in 
favor of graphic 
excellence. The 
Lynx version is at 
times open to that 
argument, but it 
should be noted 
that Digital Devel- 
opments has made 
some attempt to 
make improve- 


ments on the original Shadow of the Beast, 
most notably by exploiting the hardware's 
scaling abilities at every given opportunity. 

But, oh, the graphics! Bizarre alien land- 
scapes, skeletal creatures, floating eyeballs 
and dragon beasts are the order of the 
day—it's like a living, breathing Roger Dean 
painting in the palm of your hand. The 
"boss" characters are huge, the character 
animation is supersmooth and the environ- 
ment is so off-the-wall that you never can 
tell who your next opponent will be. 

One word of caution: Like the Lynx ver- 
sion of Batman Returns, this is an 
extremely difficult game that requires a lot 
of patience and skill. If you can get around 
that obstacle, you'll find a big winner in 
Shadow of the Beast. 

Atari Entertainment 

500 Watersedge Drive, Suite 310 

Lombard, IL 60148 

(708) 629-6500 
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Indiana Jones and 
the Last Crusade 


U.S. GOLD 
For the Sega Game Gear ($39.95) 


GRAPHICS 1234567 8 о 
PLAYABILITY 1-2 34 5 n: 8 9 10 
OVERALL 123 45 6848 9 10 


It appears that 
Gotham City is not 
the only source of 
Game Gear excite- 
ment this month. 
The whip-crackin’ 
star of some of the 
biggest motion 
picture adventures 
of all time has hit 
Sega’s portable 
with characteristic 
nonchalance and 
sense of humor 
intact. In Indiana 
Jones and the 
Last Crusade, a 
smoothly ani- 
mated Indy saun- 
ters around with 


floppy hat and whip in search of lost trea- 
sures and the dangers that guard them. 

Though the /ndiana Jones theme that 
plays behind the title screen is okay, 
there’s no background music to keep your 
toes tapping as you put Indy through his 
paces, and the sound effects are very run- 
of-the-mill. Happily, the graphics are very 
impressive, with large characters and 
detailed scenery. 

l've never been particularly fond of run- 
and-jump games in which your character 
can be injured by hitting his or her head 
on the ceiling while trying to jump over an 
obstacle. Nor do | care for games that 
don't allow much control of your character 
while he or she is in the middle of a jump. 
As unfortunate as it is that /ndiana Jones 
ended up in both of these categories, the 
game's positives do tend to outweigh the 
negatives in the long run. 

U.S. Gold has a number of very strong 
Game Gear titles—its Olympic Gold 
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на game has wowed the press іп the United 
8 § Kingdom, where a Sega-only magazine 
has referred to it as one of the best 
games available for Sega’s 8-bit system. 
I'll chalk up another victory for the com- 
pany on behalf of Indiana Jones and the 
Last Crusade, and bite my nails in antici- 
pation of its upcoming Strider 2 
cartridge. 

U.S. Gold Inc. 

631 Howard St., Suite 310 

San Francisco, CA 94105 

(415) 281-8690 


Star Wars 
CAPCOM 
For the Nintendo Game Boy (N/A) 


GRAPHICS 1234596 7 e E 10 
PLAYABILITY 12345 О 7 ЈЕ э 10 
OVERALL ЖЕДЕ И 6 ОЈ 7 ЈЕ 9 10 


Boy, if | could ever do something that 
was half as creative, as well-loved, as 
lucrative and as timelessly entertaining 
as George Lucas’ Star Wars series, l'd be 
one happy camper. How could any video- 
game fan not love these films, even 15 
years after the release of the original? It’s 
no surprise that one of the most excit- 
ing games of the upcoming holiday sea- 
son is JVC's Super Star Wars for the 
Super NES. 

Though you can't realistically expect a 
Game Boy title to compete with software 
for the full-sized console systems, don't be 
surprised if Capcom's Star Wars causes a 
nice little splash of its own. This multi- 
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Seat Of Your Pants. 


IT NEVER FAILS. You're walking to lunch 
when vou suddenly get the urge to 
obliterate an enemy MiG fighter over 
South Kuwait. Well, now you can satisfy 
that impulse right away with F-/5 Strike 
Eagle, the first flight simulator for the 
Gameboy™. Squeezed into one thrilling 
little cartridge are seven action-packed 
war theaters from Baghdad to Karbala. 
Full roll and pitch functions. Ultra- 
realistic cockpit displays. ‘Three 
difficulty levels. And explosive new 
missions every time you play. АП of 


which make this easy-to-carry jet fighter 


the perfect vehicle to carry vou through 


days filled with bus rides, bank lines, 


and waiting rooms. So get your copy of 


F-15 Strike Eagle for Gameboy today. 
Because you never know when the urge 


to dogfight will strike again. 


F15 
STRIKE ERGA: 


CIRCLE #125 ON READER SERVICE CARD. 


To get our free catalog, call 


(Mon.- Fri., 8:30 am-5:00 pm EST.) 


Or fill out the coupon & mail to: 
MicroProse Software, Inc 
180 Lakefront Drive • Dept. D-10 
Hunt Valley, MD 21030-2245 


1992 MicroProse Software, Inc 
ALL RIGHTS RESERVED. 


G A M 


game adventure follows the plot of the 
original film fairly closely, and clones 
JVC's NES game almost to a tee. No kid- 
ding; Ubi Soft has squeezed the NES Star 
Wars into a Game Boy cartridge without a 
significant difference to be found. 

From piloting your landspeeder 
through the deserts of Tatooine, to 
maneuvering the Millenium Falcon 
through an asteroid field, to dropping a 
torpedo into the exhaust port at the end of 
the trench that circles the Death Star, it's a 
pretty complete experience for Star Wars 
fans, or anyone who enjoys a mixture of 
run-and-jump action and first-person 
shoot-'em-up excitement. 

The only thing ! really didn't like 
about this interpretation of the classic 
film is the background music, which 
doesn't use enough of John Williams’ 
original score. Still, this is one of the 
more enjoyable Game Boy titles to 
appear in recent months, and it's cer- 
tainly worthy of the honor of bearing the 
Star Wars name. 

Capcom U.S.A. Inc. 

3303 Scott Blvd. 

Santa Clara, CA 95054 

(408) 727-0400 


Pinball Jam 


ATARI 
For the Atari Lynx ($39.99) 


GRAPHICS 12345 6 зә 10 
12345 6 з ә 10 


12345 е з ә 10 


PLAYABILITY 


OVERALL 


“Oooh, let's party!” moans horror-host 
Elvira as you pull back the plunger to kick 
off Atari’s latest Lynx title. A great value 
for your gaming dollar, Pinball Jam 
includes full-featured simulations of two 
real-life pinball machines, Elvira and the 
Party Monsters and Police Force. 

With loads of realistic detail—right 


down to the longer, narrower flippers that $ 


characterize Bally/Midway and Williams 
machines—the games are carried on the 
strength of their authenticity. | have my 
doubts about the ability of the Lynx to 
generate clear images at the high speeds 
necessary to do an accurate pinball game, 
but Pinball Jam manages to do a pretty 
good job. The physics of the ball's move- 
ment are not always entirely accurate, but 
I've seen much worse. 

The screen shots shown here are com- 
posites that show the entire playfield of 
each machine; in the real game, the play- 
field scrolls up and down to follow the 
ball as it moves around the table. Unlike 
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Two authentic machines mean 
some frantic flipper action in 
Pinball Jam. 


some video-game 
pinball simula- 
tions, it’s easy to 
keep up with the 
action in Pinball 
Jam. Even when 
you activate the 
multiball feature, a 


helpful pointer 
appears to give 
you an idea of 


where the other 
ball is when it’s off 
the screen. 

Of the two ma- 
chines included, 
the Elvira game is 
more interesting 
because of the vari- 
ety in the playfield 
and the character's 
amusing digitized 
comments. But 
there are digitized 
speech and sound 
{ effects in both 
BH games, and the 
high-speed action 
of Police Force will 
surely be more appealing to the pinball 
enthusiast. 

Most importantly, Pinball Jam plugs 
another gap in the Lynx software library. 
These are good times for Lynx owners, as 
there doesn't seem to be any shortage of 
original, high-quality titles for this system. 

Atari Entertainment 

500 Watersedge Drive, Suite 310 

Lombard, IL 60148 

(708) 629-6500 


ather than speculate on which 
Re will be covered next month, 

l'Il leave you with a late-breaking 
Easter egg for the Lynx. Point the control 
pad Up and press OPTION I before Toki's 
title screen appears, and hold both but- 
tons down during the entire introductory 
sequence. You'll enter the “freak-out 
mode,” where you can experiment by 
pressing different buttons for some really 
wild audiovisual effects. 

Reader feedback to this column is 
always appreciated. Send your comments 
and suggestions to: VIDEOGAMES & COM- 
PUTER ENTERTAINMENT, Attn: Gaming on the 
Go, 9171 Wilshire Blvd., Suite 300, Beverly 
Hills, CA 90210. Computer owners with 
access to the DELPHI information service 
can also contact me via electronic mail 
sent to user name VGCHRIS, or stop by 
the "World of Video Games" special inter- 
est group and drop me a note in the public 
forum. А 
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You’re in the blocks. 
The coliseum crowd is hushed. 
The starter gun cracks. You're off! 


You take the lead! You're maneuvering perfectly. of L.B. Cheatin, and three other power-packed 
You just might beat your smile-flashing opponent Jack competitors. And not just in the 100 Meters, but in the 
Strop, and go on to product endorsement stardom. Hurdles, Javelin Throw, Pole Vault, Long Jump, Discus 
But first, you have to get around the sneaky moves Throw, and Weight Lifting. 
This is no walk in the park--it’s the world finals. 
YOUR PEON E Play against six And it takes more than sweat to be champion--it takes 
different opponents, the strategic moves of a skilled athlete. So come on, 
each with their own suit up! The crowds are waiting. 
individual style. To order Track Meet, 


E Seven different events. call 1-800-969-GAME. 


© Passwords to save 
your progress. 

E Play against a friend => 
via Game Link 
Game Pak. 


mE GAME BOY: 
TM 
Official LICENSED BY ~ 
Seal of Quality 
Ei MADE IN JAPAN. 
THIS OFFICIAL SEAL IS YOUR ASSURANCE 


THAT NINTENDO HAS APPROVED THE 

QUALITY OF THIS PRODUCT. ALWAYS Interplay Productions 
LOOK FOR THIS SEAL WHEN BUYING 3710 S. Susan, Suite 100 
GAMES AND ACCESSORIES TO ENSURE EUST MICE 17 
COMPLETE TIBILITY WITH YOUR Santa Ana, CA 92704 
GAME BOY SYSTEM (714) 549-2411 


NINTENDO, GAME BOY AND THE OFFICIAL SEALS ARE TRADEMARKS OF NINTENDO 
OF AMERICA INC. © 1989 NINTENDO OF AMERICA INC. © 1991 INTERPLAY 
PRODUCTIONS. ALL RIGHTS RESERVED. TRACK MEET™ IS A TRADEMARK OF 
INTERPLAY PRODUCTIONS. 
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Super NES 


А Player’s Guide to Zelda, 
A Link to the Past 


" Wuk oG ame 8 Compe uter Ml TRY ми Е 
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¥ou dmg st tod muchas а 
bünny, but if you find this 
ocation апа then use the 
magic. mirror to return to the 
real world... 


The map | will ун you locate 
all of-the tower‘s-rooms. 


Ux xt) 


: Xtorthis 42° From the pisca of ону; its a 


in this rogm, even; Pi Hoor 
tiles will attack’ уой. Stand їп 
one placé, continually swing- 
ing/your sword, and, you'll 


Awake out okay. 


Don't release the two) trapped é 


worms until you've finished 
off the. first oue. Тћеге'з по 
point in. making. things 
tougher than they already are: 


As, you make your way 

<toward the tower's boss, 
don't fall through the open- 
ings in the floor. The crystal 
switch here clears a barricade 
in the next. room. 


Dark. World 


84 


The star plates in the floors 
cause the trapdoors in the 
flóor to switch places. 


Avoid. the round, bumper 
devices, as they may toss you 
down а hole. 


Inside ‘the. tower,-you'll find 
lots of, new devices, like 
these crystal switches that A 
turn off barricades: j A 


2 уой gr ‘stuck anywhere’ in 
ithe /Tower of Нега; you can ^ 
e;the magic mirror to 


` This room looks empty, Бибі i.this’ chest will appear, «contains this.dungeon’s 
you light all the. fire pots;.- which... ; master key. 


The first те you're in this -falf down'this hole; which...  ..will dróp-you néxt to'this 


room; avoid the rotating; fire, /big, treasure chest. It.con- 
and-step on the star switch: 5 tain... 


Then. 


zn the " y Woods; 


ДАЖЕ 


ё 
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veral “fake” swords may. 
“you into thinking: you've 
und the Master Sword: — — 


Also, under this pile of stones youll findi yet another 2 уон ‘find four fairies. Fill 
close.to your house... secret-entrance: Ih thiscave... "up those bottles; You're 
Ри бер уз, N і going to need them. 


a -- you'll reveal a chest con- In this new dungeon, you ^... you'll need to balance on 
taining a key. need 10; find your, /way narrow walkways over bot- 
P s r 
through dark: mazes, and.:. -tomless pits. z 
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vo patch-. of. six 


bushes,’ 
^7 hecause... 3 


Now; it’s back to. Hyrule Castle 
to find Zelda, who's been kid- 
napped yet again. (She. just 
can't $eem to Stay out of trou- 
ble; can she?) Find this door 
guarded by an energy beam: 


Eventually; you'll find Agah- 
nim. He's got Zeldà, but... 


Ap the forest! lpok-for this 


I fihd yourself at the) " 
of the tower. From һеге | 


secret passage, which 


Дане center one Лыййз-4`/ 


есе of heart. 


Hit the energy beam with the 
Master Sword, and you'll gain 
entrance to another dungeon. 


.. before you can get near him, 8 


he'll make Zelda.disappear, and 
then he'll гат behind the cur- 
tains in the back of the room. 
Use your. sword. to part the cur: 
tains and firid the entrance. 


$, 
7 1 


E | 


Kill these two creatures and..: 


When you, face Agahnim. in 
battle; use the Master Sword 
to reflect his energy balls 
back at him. 
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based on game, instruction manual and original box. Sub- 
tract $1.00 for missing manuals and $3.00 for missing 
boxes.(Due to a 3 month lead time to place this ad, our buy 
prices may be different) We reserve the right to refuse any 
purchase or sale. 


FÜNCO! 1 2046-8883 


SELLING YOUR GAMES IS QUICK AND EASY!! 


Call our friendly FUNCO agents at (612) 946-8883 first for current 
prices. After you call, you'll be asked to do these things: 
a. Alphabetize the games you wish to sell on this list. 
b. Indicate whether or not your games have the box or manual. 
c. Write the number and name of the agent you spoke with. 
d. Ship your games A.S.A.P. and your list to: 


FUNCO, INC. 
10120 W. 76th Street, Eden Prairie, MN 55344 
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have to admit, I'm a lucky guy—at 
| when it comes to making 

conversation at social gatherings. 
Whenever people ask me what | do for 
a living, | always get a laugh (ог at least 
a reaction) because the honest answer 
15... play video games. As group 
marketing director for Sega of America, 
my main responsibility is to head up 
software marketing, but the reason I’m 
in the business is because I’m a video 
gamer at heart. 

At Sega, playing games is our 
business—and we take it seriously. 
Being video-game players lets us know 
what players want and has helped us 
earn the reputation as the video-game 
company that delivers more challenge, 
more graphics and more fun. 

The 242 employees at our 
Redwood City, California, head- 
quarters log hundreds of hours of 
hands-on video-game play every 
single day. Numerous television 
monitors and Sega Genesis systems 
аге set up throughout the сотрапу— 
in offices, cubicles, staff lounges and 
even the boardroom. “Taking a 
break” at Sega can mean taking the 
Batmobile out for a spin around 
Gotham City with the new Batman 
Returns game, throwing around the 
pigskin with the NFL’s most popular 
quarterback during a friendly game of 
NFL SportsTalk Football '93 Starring 
Joe Montana or embarking on a 
fantastic journey as magic user, 
dwarf or elf in Sega’s new role- 
playing game, Dungeons & Dragons: 
Warriors of the Eternal Sun—the 
possibilities are endless. 

| am both an avid PC and video- 
game player. In addition to playing 
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SEGA TAKES 


VIDEO GAMES 
SERIOUSLY— 


ITS OURJOB 


BY AL NILSEN 


Sega games, l'Il try top games put out 
by our competitors—yes, it is part of 
my job to play and conquer Nintendo 
games. But to be honest—if not 
modest—they’re usually not chal- 
lenging enough. Challenge and the 
value of extended game play are two 
of the most important ingredients in 
Sega games. 

To gain deeper insights into this 
Sega-wide “video game-itis,” | spoke 
with some of my coworkers to reveal 
what makes them video-game 
enthusiasts first, and businesspeople 
second. As you'll see, playing games 
can be a serious business. 


SEGA VIDEO GAMER PROFILES 

Tom Kalinske's favorite game is 
Sonic the Hedgehog, although he 
admits that, even though he's CEO 
and president of Sega, his six-year- 
old daughter beats him most— 
actually, a/L—of the time. In the midst 
of fierce competition, Tom is known 
to stick out his tongue in "Michael 
Jordan-style" concentration. 

Our resident video sports-game 
fanatic is Paul Rioux, senior vice- 
president of corporate development, 
finance and operations. Not sur- 
prisingly, Paul's expertise in numbers 
and statistics makes him a meticulous 
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Сап Furballs 


Т here’s only one way to find 
out. Jump into Wing 

Commander, the game series that 
defined interactive entertainment 
on the PC. You’re whisked to the 
front lines and left in the middle of 
an intergalactic brawl with a 
bunch of flea-bitten, battle-scarred 
felines from Kilrah. 


And the cats are ready to rumble! 
You'll launch into more than 160 
dogfight-filled missions, first as a 
scared rookie pilot assigned to the 
carrier Tiger's Claw, later as a com- 
bat-hardened veteran fighting to save his reputation. And you'd better be good, because 
the action intensifies, the opposition stiffens, and the stakes climb with each victory. 


[raa 
3-0 Space Combat Simulator 


WING COMMANDER WING COMMANDER II 


Game of the Year: Game of the Year: 
Er Computer Gaming World and OMNI Magazine Video Game & Computer Entertainment 
Best Action Game of the Year: Best Sound Effects and Speech: 
Chicago Tribune, Game Players Computer Game Review 


Now available at your favorite software retailer 
on all popular MS-DOS formats — including CD-ROM! 


Call 


Wing unl eit, dee 1-800-999-4939 
Operations, Vengeance of the Kilrathi and the { С S 
distinctive ORIGIN logo are trademarks of or M VI A 
ORIGIN Systems, Inc. We Create Worlds is a 

registered trademark of ORIGIN Systems, Inc orders 
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competitor for the winning scores in 
games like Sports Talk Baseball and 
Wimbledon Tennis. Paul warned me 
that he "doesn't lose often.” 

Ed Volkwein, senior vice-president, 
marketing, and my boss, is another 
Sonic fan, but admits that finishing Kid 
Chameleon is his lifetime goal (and one 
that he'll have to work hard to achieve, 
considering the game has more than 
100 rounds, 1,800 game screens and 
loads of secret passages). Next week, 
I'm going to surprise him with a 
Galoob Game Genie for Genesis, which 
features over 100 codes for Kid 
Chameleon alone. 

To accommodate her busy sched- 
ule, Ellen Beth Van Buskirk, director of 
marketing services, plays her games on 
the go with Sega's handheld color 
portable, the Game Gear. Ellen Beth is 
one of many Sonic fans, (1 guess 
everyone's a Sonic fan at Sega) but 
admits she hasn't been able to get past 
the jungle zone...yet. Ellen Beth is easy 
to spot on a plane—she's the one 
frantically playing Sonic and screaming 
out loud when she loses. But don't let 
that intimidate you; just introduce 
yourself and she might even give you a 
Sonic pin. 

Another Game Gear enthusiast is 
Haven Carter, product manager. Haven 
lives on a boat and has limited space, 
making Game Gear's portable 
convenience and compact size ideal. 
Game Gear’s state-of-the-art graphics 
and excellent sound satisfy the 
demands of this avid video gamer, 
who's been rumored to play games 
late into the night. Haven also takes 
advantage of Game Gear's adaptability, 
using the TV tuner attachment to watch 
the nightly news. 

Sega is not without its internal 
rivalries. Scott Steinberg, product 
manager, and Ken Balthaser Jr., of 
Sega's Multimedia Studio, face off 
against each other every week in a 
video-game duel. Alternating "home 
court" (or office) advantages, Scott and 
Ken compete in several rounds of play 
to win the championship title for the 
day. Currently, they've reached a 
standoff—Scott is the knockout king in 
Evander Holyfield "Real Deal" Boxing, 
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and Ken rules the boards in David 
Robinson's Supreme Court. 

Sega employees may put in 
anywhere from two to ten or even 20 
hours a week playing video games— 
by themselves, against friends or 
with their kids at home. But playing 
games is a full-time job for Sega's 
game counselors. Game counselors 
advise their peers on everything from 
setting up ideal game configurations 
and attaining new levels of video- 
game play to discovering "backdoor" 
tricks and secret invincibilities, 
attaining extra lives and achieving 
warp zones—all in a day's work. 


(More "mature" counselors are in 
their early 20s.) 

Over 35 game counselors receive 
up to 3,500 calls weekly. On a busy 
day, that's over 50 calls an hour. 
Counselors are die-hard gamers; they 
play all day, and are able to provide 
players at home with the most up-to- 
date video-game play tips. (If you need 
a tip in a hurry, why don't you call 
them at [415] 591-PLAY.) In addition to 
being expert video gamers, Sega 
counselors are down with the newest 
trends in movies, music, fashion and 
style, often taking on the role of "pop 
culture" consultants. 


Your Hardware... 


WIN Thousands of 


From top company executives to 
game counselors, the video-game 
epidemic extends beyond the walls of 
Sega. Each of the 87 employees at our 
new advertising agency, Goodby 
Berlin & Silverstine, San Francisco, 
chose a different Sega game to master 
in its entirety—even before they were 
hired. Now that's dedication. 


Ir's FuN 
Sega's fun, hands-on philosophy to 
the video-game business has proven 
successful: We've captured a 
whopping 63% of the 16-bit video- 
game market and look forward to 
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Batman is a trademark of DC Comics Inc. © 1991. All Rights Reserved 


Look for details on Champizn Batting Gloves. 
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by Фе Champizn 
Padded Thumb For Enhanced Video Game Play 


creating a new category of gaming fun 
and excitement this fall with the 
introduction. of the Sega CD 
Multimedia Entertainment System. 
Rather than relying solely on cold data 
and marketplace projections, we work 
(and play) hard to know and deliver 
more of what video gamers want. 

At Sega, we take pride in playing 
games for a living—and we play to win. 


AI Nilsen, better known to some in 
the video-game industry as "Mr. Sega," is 
group marketing director for Sega of 
America Inc. 
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DROP ANY PRECONCEPTIONS YOU 
might have had about Paragon Soft- 
ware, now MicroProse (MPS) Greens- 
burg, the company that snagged (for 
awhile) the Marvel licenses for the 
Punisher and X-Men games. Board- 
gaming master Marc Miller would logi- 
cally be one of the older manufactur- 
ers, complete with a multimillion- 
dollar development budget, as well as 
an older support staff of accountants 
and marketing experts who pride 
themselves on never having to come 
near the programmers. 

Wrong! 

MicroProse Greensburg breaks all of 
the rules: The employees are young, 
they like to work in the dark (which 
may be why 17 out of 19 staffers wear 
corrective lenses) and they don’t drink 
coffee. The end result is that MPS 
Greensburg does have two games in de- 
velopment (one to be released in both 
CD and PC versions), and УС& СЕ vis- 
ited its offices to give you a special in- 
side look at the pair. Join us for a look 
at Mantis: XF5700 Experimental Space 
Fighter and Challenge of the Five 
Realms: Spellbound in the World of 
Nhagardia, as well as a preview of the 
next chapter in the MegaTraveller com- 
puter-game series. 


AT THE BEGINNING 
Founded in 1985 by Mark Semeret, 
Paragon has since produced 15 games. 
Its first, Master Ninja: Shadow Warrior 
of Death, filled 256K of disk space. 
Mantis, by comparison, will fill over 
500 megabytes of CD space. Al- 
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hough the PC version of the game will 
e released first, Mantis was written 
with the CD gamer in mind. For all of 
its vaunted storage space, CD access is 
slower than even floppy drives, which 
creates long, awkward gaps in play for 
those programs simply copied to the 
CD. Therefore, it became necessary for 
the disk access to be timed well enough 
to avoid these gaps. This strategy 
makes it easy to chop out excess cine- 
matics and still produce a PC version of 
the game for hard drive that’s every bit 
as playable as the CD version. 

The switch to CD format is not the 
only change Paragon/MPS Greensburg 
has made recently. In 1991, Paragon 
Studios opened a video production 
house complete with sound mixing 
equipment and sound libraries. Along 
with the setting, the studio was the site 
needed to film scenes that would later 
be digitized into Mantis. 

The purchase of Paragon by Micro- 
Prose was an ideal arrangement for 
both partners, primarily because Mi- 
croProse was looking for an off-site de- 
velopment house. (Actually, the deal 
proved especially well-timed for 
Paragon because, during the weekend 
of VG&CE's visit, a violent storm 
flooded the studio, destroying com- 
poser Michael Bross' synthesizer as 
well as the studio's main monitor.) 
Maintenance of industry standards re- 
quires increasing cash reserves in be- 
tween published projects, and many 
times small firms like Paragon need 
corporate backing. Games are taking 
*longer and longer to develop," ex- 
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plained producer and former co-owner 
F.J. Lennon. “Soon the industry will be 
composed of maybe five publicly 
owned companies.” 

Also, potential legal problems have 
prompted the renaming of the long- 
planned game Spellbound to Challenge 
of the Five Realms. Besides releasing the 
games by the end of the fiscal quarter, 
the staff hopes they can remember all 
of the correct names of their games. 


ZERO-G BUG 
HUNTING IN MANTIS 

Anyone who's ever wanted to see a 
giant bug burst out of the local TV 
newscaster will love Mantis. The story 
revolves around Fist-Of-Earth's 
(F.O.E.) attempt to avenge the deaths 
of three billion inhabitants and protect 
the remaining citizens from the insects 
from Sirius. 

The player assumes the role of Viper 
in this space-based flight simulator, as 
he works toward earning his Nebula 
Cross and maintains his relationship 
with Heidi Martin (played in the game 
by Mark Seremet’s fiancée, Virginia 
Tomasko). 

The genesis of Mantis is in the four- 
foot model of the space station Solbase, 
which Seremet and producer ЕЈ. 
Lennon spent several months building 
before the final forms of any of the 
fighting ships were determined. Soon 
after, the Mantis team began filming the 
live-action sequences and then digi- 
tized selected video frames. By far the 
most impressive sequence is the open- 
ing, in which a Sirian erupts from the 
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body of the evening 
newscaster. Up until the 
first sign of blood, the digi- 
tized images are straight from 
videotape; but the actual 
“emergence” 
artists. Unless you view the se- 
quence frame by frame, it's al- 
most impossible to tell the dif- 
ference between the filmed and 
created footage. 

Cinematic sequences aside, 
Mantis is a 3-D space combat 
simulator, and Glenn Dill is responsi- 
ble for most of the actual play in 
Mantis. The programmer of the Pun- 
isher knows what he doesn’t like in 
computer games and uses his deep ex- 
perience with both machine language 
and C to prove it. For example, finding 
the end battle of Eye of the Beholder II 
too difficult, he broke into the saved 
game files and added a few thousand 
hit points to his characters. 

Dill wanted space to be like a vac- 
uum, not a flig ht simulator with stars 
instead of clouds. It’s little nu- 
ances that Dill feels compelled 
to inject into the game. For in- 
stance, on the day VG&CE was 
there, Dill had a few extra min- 
utes, so he wrapped all of the 
Mantis’ known space into a 
globe just for the different per- 
spective. Amateur astronomers 
take note: During a lull in his 
work, Dill tracked down star 
charts and programmed the ac- 
tual night sky so bored pilots 
can go constellation hunting. The pro- 
grammer's brother designs satellites, so 
he had a working list of equations to 
build the ships with. Total absence of 
air resistance in space means that ships 
move indefinitely in any given direc- 
tion, accelerating according to the 
mass and thrust variables. Because of 
this overwhelming dependence on 
mass alone, it's often advantageous for 
a ship to enter combat with far less 
than full tanks of fuel, since the lower 
mass requires less thrust to achieve a 
desired speed. Without rudders and 
other flaps, as used on planet-bound 
aircraft, all directional commands are 

performed by applying thrust in a 

desired direction. Movement 
control will take as much time 


was done by 


TOP: A HUMAN CITY OF THE REALMS. 
MIDDLE: THE FOE OF F.O.E. 
BOTTOM: CASTLE IN PROGRESS. 


to master as targeting, so players don't 
spend endless hours drifting in space. 
(As the lead programmer on Mantis, 
Dill claims to be the best pilot—as 
does everyone else on the project. 
More debatable is the potential of Dill's 
victory in the staff battle over the PC 
version's dialogue, which changes 
every time someone else gets a copy of 
the program's master files.) 

The ships are equipped with nine 
different autopilot modes. The most 
interesting mode is *stop," where the 
Mantis ships match the speed and di- 
rection of a selected enemy vessel, 
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therefore making the 

Sirian ship appear motion- 
less and much easier to tar- 
get. The autopilot can also 
apply the proper thrusts 
needed to stop the Mantis. This 
is more useful than it sounds, 
considering the ship moves at 
three different speeds along 
three separate axes. The Mantis 
arsenal includes mass driver 
cannons, stinger missiles and 
X-ray laser mines, among 
others. Mantis also saves players' fa- 
vorite weapons configurations, and, in 
later battles, Viper's squad gets to test 
new and unproven weapons in actual 
combat. 

While graphic elements, such as ex- 
plosions, are digitized for maximum ef- 
fect, the ships themselves are made of 
polygons, allowing the game to be run 
on the older, slower, 286-based com- 
puters. Thanks to its massive storage 
capacity, the compact disc version of 
Mantis will have 25 more missions, full 
speech capabilities and more 
cinematic sequences. PC users 
not satisfied with the five 
megabytes of digitized video 
and speech sequences will have 
the option of purchasing a spe- 
cial speech pack. 

MPS Greensburg realizes 
that digitized sequences like 
those in Challenge and Mantis 
are increasing hard-disk re- 
quirements far faster than dri- 
ves are becoming more afford- 
able. Both games have an option to 
delete the introductory cinematic se- 
quences after the first viewing. 


CONDITION-BASED 
CHARACTERS IN 
CHALLENGE OF THE 
FIVE REALMS 

Challenge of the Five Realms was the 
fantasy role-playing system Marc Miller 
had wanted to codesign for years. Frus- 
trated by cold, numerical manipulation 
of his competitors, Miller envisioned a 
character generator where players 
would choose realms of magic to spe- 
cialize in, and the spells within those 
realms. From those choices, the com- 
puter would then generate the ap- 
propriate statistics. 
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This was viewed as awk- 
ward, unrealistic and confusing. 
The alternative, however, was a list of 
questions where the answers geared sta- 
tistics toward one or a combination of 
the four main classes: wizard, warrior, 
diplomat and thief. Other RPGs such as 
Ultima IV and Prophecy of the Shadow 
had experimented with the system, but 
Miller found them inadequate, each hav- 
ing only a few questions that were al- 
ways the same. This began the great 
question hunt within the MPS Greens- 
burg offices. By its completion, Challenge 
should have up to 200 questions, each 
with three to six separate answers. With 
only 12 used with each character, the 
game lends itself to repeated playings. 

Once the statistics are determined, 
players design their character's face. 
Digitized images of actual photos may 
be used, or faces can be assembled 
through a face-paint system using over 
300 features, including 50 noses, 20 
pairs of ears and 50 mouths. The face- 
paint system is also efficient, taking 
only 75 bytes of disk space per charac- 
ter. Each of the 600 nonplayer charac- 
ters (NPCs) in the game will thereby 
have a unique face, and, for the first 
time in computer role-playing, players 
will be able to track down NPCs based 
on their appearances. 

Before programming began, Lennon 
took Miller's ideas and incorporated 
them into a 500-page tome that became 
the bible for Challenge. Implementing 
all of this would be hellish for any pro- 
grammer, so the programmers and 
artists developed Lennon's World in- 
stead. Every object, location and NPC 
in Challenge is represented by f 
a sprite, a 16 x 16 graphic 
arrangement of pixels. For 
each sprite, the specific de- 
signer has a list of options 
that determine the sprite's 
nature: Is it a trap, an object 
to be gathered or a person 
who will act accordingly to a 
variety of conditions? For ex- 
ample, a town mayor might 
request players to seek a 
magic crystal. If the players 
return with the crystal, the 

mayor could give them an item, ask 

to join their party, disclose infor- 
mation or even be dead. 


Creating the locations on Bill Petras' 
stunning map of Nhagardia requires no 
programming knowledge, so, as pro- 
grammer Rick Hall describes, this 
means *more work for the designer 
and less for the programmer." It also 
means that members of the support 
staff get a chance to be designers as 
well, mapping their own cities (accord- 
ing to the 500-page guide) and even 
writing dialogue for their inhabitants, 
while the artists create as many sprites 
as they can. In fact, having eliminated 
the need for extensive programming, 


MPS Greensburg has utilized in-house 
talent alone for the first time with 
Challenge. 


ЈИ АНДА 


MEGATRAVELLER 3: 
ТНЕ ОМКМОММ Ns 
WORLDS AND BEYOND 
Marc Miller, cofounder of the pub- 

lishing house Game Designers’ Work- 

shop (GDW) and the creator of Trav- 
eller and MegaTraveller, has a résumé so 
full of design credits that it reads more 
like a catalog. After the disappointing 

MegaTraveller 1: The Zhodani Conspir- 

асу, Miller played a much greater role 

in designing MegaTraveller 2: The Quest 


Jor the Ancients. MT 2 debuted the PAL 


system, which will be used in Challenge 
as well as MegaTraveller 3. A form of 
on-line help, the PAL system allows 
players to interact with the nonplayer 
characters and ask for advice. The 
NPCs can do everything from warning a 


starship captain that they don't have 
enough fuel to reach a starbase after 
they make the space/time jump, to re- 
membering the price of water on the in- 
dividual planets. In some cases, differ- 
ent characters will give different 
opinions, and it will be the player's re- 
sponsibility to weigh the arguments, as- 
suming the PAL system is even en- 

ИШ TÎ gaged. In other cases— 
namely the inevitable 
racial conflicts in a 
Challenge party—the 
system will be up 
whether the party wants 
it or not. Miller envi- 
sions the PAL system as 
a way for non-role-play- 
| ers to have a chance to 
enjoy RPGs and learn 
how they work. 

Miller's design docu- 
ment for MegaTraveller 3, an- 
other several-hundred-page de- 
sign guide, is complete down to 
the sketches of how he feels the 
screen should appear. Mega- 
Traveller 3 will feature three 
separate scenarios and will in- 
clude worlds hinted at in GDW's 
Traveller products since the 
game's creation. Both the Man- 
tis and Challenge teams will 
work on MT3 upon completion 
of their respective projects, but, 
as long as Marc Miller and MPS 
Greensburg continue working together, 
players should start saving up for 3 
MegaTraveller 4. =. # 
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Car and Driver 


Starting with the success of Microsoft's 
first flight simulator, most software compa- 
nies left driving games to the stand-alone 
arcade machines, which could provide a 
steering wheel, pedals and a gearshift to 
players without adding a substantial price 
increase. Finally, after a glut of flight simula- 
tors, Electronic Arts has taken some of that 
technology and joined with Car and Driver 
magazine to produce Car and Driver. 

Players select their car from a number of 
high-priced automobiles, including the Fer- 
rari F40, Porsche 959 and Lotus Esprit Turbo. 
Then they select their favorite route, be it 
the scenic but treacherous California Route 
1, EA's own raceway or the ultimate in in- 
surance-free fantasy, the San Dimas Mall 
Parking Lot. U.S. Geological Survey data is 
used to complete the actual 
roadways. 

The dashboards are faith- 
ful to the automobiles, and 
those looking out the win- 
dows will find the 256-color 
background is composed of 
the basic polygons common 
in most flight simulators, ex- 
cept that the detail may be 
added depending on the de- 
sired speed of play vs. the ac- 
tual computer operating 
speed. In the maximum detail 
mode, trees actually appear 
to have leaves. 

Those who find the only 
enjoyable part of auto racing 
to be the occasional destruc- 
tion will have mixed feelings 
about Car and Driver. A car 
rolling on its side as it collides 
with a building might be fun to 
watch from 12 perspectives— 
unless you're an actual reader 
of Car and Driver who wor- 
ships these machines. Rev the 
engine all you want, but the 
computer will rarely let the car 
redline, as it will automatically 
shift when the RPM get too 
high. Similarly, pressure on 
the accelerator is immediately 
decreased whenever a player 
shifts, so no convulsive jerks 
forward or trashing the trans- 
mission in a fourth to first ma- 
neuver here. It may be a simu- 
lator, but real or not, high-end 
automobiles deserve to be 
treated with respect. 
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Liberty or Death 


Lacking the grandeur of the Napoleonic 
wars and overshadowed by its political im- 
plications, the American Revolution has 
rarely been covered in either board or com- 
puter strategy games. Filling this void, Koei 
will be releasing its first game developed 
mostly by an American designer, Stieg Hed- 
lund, Liberty or Death. 


nme 5 


Up to two players can be the comm 
der of either army as the game begins in 
1775, when feelings about the revolution 
were still a colony-by-colony decision. 

Those familiar with Koei's other games, 
such as Gemfire, will be familiar with Lib- 
erty or Death's two play modes: strategic 
and tactical. In the strategic mode, arms, 
men and supplies may be shuttled from 
one colony to another and either side may 
try to win the support of the colonists or 
the defection of an opposing officer. 
Bribery and good press help a cause, but it 
eventually comes down to the battlefield 
hex-grid. 
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ADVANCED 

SUN and the TSR logo are trademarks owned by and 
used under license from TSR, Inc. 61992 TSR, Inc. 
©1992 Strategic Simulations, Inc. All rights reserved. 


НА Кон NEW WORLD! 
HOT NEV W ENGINE! 


Are you EN to play like never before? 


repare to take a quantum leap in computer AD&D” role-playing — on the 
most successful new fantasy world ever launched: the DARK SUN" game 


world! SHATTERED LANDS, first in this next generation of adventuring, delivers 
state-of-the-art technology, unrivaled game design and an intricate storyline. 
HARSH NEW WORLD. Unleash your imagination on a brutal, savage world, 
sun-scorched and wind-scraped. Create a party from all-new races with higher levels 
and multiple classes. Then embark on the most spectacular AD&D јоштеу ever! 


FULL-SCREEN GRAPHICS, SUPERB MUSIC AND SOUND EFFECTS. 
Imagine your entire screen filled with spectacular graphics and cinematics. 
The action is continuous, the suspense and drama unbroken — you 

never leave the screen to go into another mode for combat, inventory or 
conversation. Add the splendid music score 
and sound effects and the DARK SUN 
game world truly comes alive! 
FULL-BLOWN 16-BIT ENGINE. 
Designed to take full advantage of power- 
ful 16-bit computers, the game features 
incredibly smooth animation and game 
play. Your party moves realistically across [BM e AMIGA * MACINTOSH 
the screen. Pick up and examine objects, 
interact with the physical surroundings, Clue Book 
converse with characters, battle monsters available! 
— all with richness in detail and realism 
like never before! 


POINT-AND-CLICK INTERFACE. 
You do everything using your mouse for 
the quickest, easiest game play ever! 


SHATTERED LANDS. The generati. 
of AD&D Denia ual ie id же on 


TO ORDER BY VISA/MC: call 1-800-245-4525 (in USA & Canada). 


To receive SSI’s complete product catalog, send $1.00 to: 
SSI, 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086. 


VIRGIN GAMES 
Version: IBM PC ($49.99) 
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| always get a kick when а дате 
based on a movie that was released a 
few years back is introduced. Tradi- 
tionally, these games don't sell very 
well, or have not been the best-qual- 
ity products, especially when they are 
based on a movie that didn't perform 
well at the box office. 

Based on the novel by Frank Her- 
bert and the motion picture by David 
Lynch, Virgin's Dune graphically 
translates the aforemen- 
tioned into one of the 
year's most exciting com- 
puter games. 

For those who are not 
familiar with either, 
here's the scoop. The 
year is 10,191, and the 
known universe is ruled 
by the feudal Padishah [f 
Emperor Shaddam IV. Ж 


1234567 вз о 
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Space travel is facilitated by using a 
spice called Melange, which extends 
life and expands consciousness— 
which, of course, is vital to space 
travel. Melange, 
which is only pro- 
duced on the 
planet Arrakis 
(Dune), has be- 
come the most pre- 
cious substance in 
the universe. The 
two most powerful 
families of the 


empire (the House of Harkonnen 
and the House of Atreides) 
battle it out for control of Arrakis. 

The game strays from the original 
story line of the novel and motion 
picture in that Harkonnens are still 
on Dune and in control of one third 
of the planet when the House 
of Atreides arrives to take over 
spice mining. 

The player, as 
Paul Atreides, 
must gain the 
support of the 
native inhabitants 
of Arrakis (the 
Fremen) by visit- 
ing each sietch 
(desert caves 
where the Fre- 
men live). As you 


travel from sietch to sietch you also 
convince Fremen to work for you, min- 
ing spice. Every so often the emperor 
drops you a line asking for a certain 
amount of spice to be shipped to him. 
Failure to comply with his request re- 
sults in the emperor dispatching his 
fierce Saudaukar legions to Dune, 
killing Paul Atreides and the rest of the 
Atreides gang, thus ending the game. 
Dialogue with every character that you 
come across is necessary. Each person 
that you come across contributes in 
some way to the adventure. 

Dune uses a simple point-and-click 
interface in its game play. Just click 
on a character to interact with him or 
her, or to select troops of Fremen. Un- 
fortunately, when traveling from 
room to room you must always use 
the directional arrows instead of just 
clicking on a door or area directly. 

Selecting “Maps” gives players a 
strategic overhead view of their 
immediate location and surrounding 
friendly troops, sietches, enemy 
troops, etc. Clicking on the globe 
brings up the entire planet, showing 
you your current location on the sur- 
face, which can also be moved around 


to view any area of the planet. Select- 
ing “See Results” shows you the 


globe of Dune with red and blue col- 


ored areas indicating how 
much (in percentage) of the 
planet you and the Harkon- 
nens control. There are other 
indicators showing the levels 
of spice production, number 
of men controlled and Paul's 
"Charisma" level, which builds 
up as Paul visits the Fremen 
and gains their confidence. 
This game is a tactical ad- 
venture, so don't expect to 
see fast-paced action. There's 
no hacking and slashing or 


shooting and killing. 
Dune's game play relies 
on its strong strategic ele- 
ment and the gamer's 
diplomatic tact and ability. 

Dune's greatest attri- 
bute is its astounding 
graphic presentation, com- 
pounded by its melodic 
audio track. From the 
interactive dialogue with 
each of the game's char- 
acters to the desert land- | 
зсаре views atop a sand- 
worm, every visual is 
unique and powerful in 
its impact. 

| must admit, | had a 
real tough time trying to 
find something wrong 
with this game. | was a lit- 
tle disappointed in how 
quickly 1 was able to finish 
it—about 16 hours of solid 
gaming. Then again, 
maybe it seemed too 
short only because | was having too 
much fun trying to be "Muad'dib." 

—Mike Davila 

Virgin Games Inc. 
18061 Fitch Ave. 
Irvine, CA 92714 
(714) 833-8710 


SimLife 


MAXIS 
Version: Macintosh ($69.95) 


When does it end? SimCity, 
SimEarth, SimAnt and now SimLife! 
Good thing A-Train wasn't named 
SimTrain. Maxis’ latest endeavor into 
the world of artificial simulations 
goes several steps beyond creating a 
large- or small-scale world, but actu- 
ally splices into the very fabric of 
life—genetics. The object of SimLife 
is to create a well-balanced and inte- 
grated ecosystem. Sound easy? 
Guess again. After playing this 
game, one becomes apprecia- 
tive of just how delicately 
Mother Nature has put this 
planet together. 

The game begins by letting 
you select from one of the nine 
predefined scenarios, or experi- 
mental mode, where you design 
and craft your own plants and 
animals. This brings us to proba- 
bly the most exciting phase of 
the game. 

Selecting the Biology Lab 
brings up a menu that lets 
gamers design and edit their cus- 
tom life-form, all the way down 
to its genetic makeup. Gamers 
can create life-forms that have 
high or low intelligence, are 
water or land dwelling, are carni- 
vores or herbivores, desert or 
tropical habitants, etc., etc. The 
selection of individual traits is 
pretty wide. 

There is also a gene pool win- 
dow that even shows the statis- 
tics on gene usage and what per- 
centage of traits are being used 
by a species. As time passes, you 
will start to see shifts in the р 
usage patterns of certain genes 
that are caused by either muta- 
tion or natural adaptation. 

One other feature that can 
cause change in the ecosystem 
of the planet is the Disasters op- 
tion in the menu. Selecting this 
allows for naturally and artifi- 
cially induced (human abuse) dis- 
asters (e.g., floods, fires, plagues, 
STDs, etc.). 

As in SimEarth, you have 
tools that let you control the 
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planet's climate and landscape. Un- 
fortunately, these tools work much 
the same way as in that game, in that 
there is a lack of precise control. In- 
stead of elevating the temperature or 
altitude of an area on the planet 
evenly, it unevenly raises the zone 
around the selected area so that you 
have wild deviations in the altitude, 
temperature or rainfall, depending on 
what was selected. 

The game's documentation is 
clearly written. Don't worry! You don't 
need a degree in genetic engineering 
to figure it out. In fact, the manual has 
a touch of humor to it. At one point, it 
proudly (and accurately) proclaims: 
"This game has more buttons than all 
the bellies in China." 

SimLife truly lives up to its Sim 
cousins' reputations, and, even if you 
are not a genetic engineer by trade, 
you should have a blast creating your 
own little custom world of carnivorous 
mutant life-forms. 


—Mike Davila 
Maxis 
2 Theatre Square, Suite 230 
Orinda, CA 94563-3346 
(510) 254-9700 
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ELECTRONIC ARTS 
Version: IBM PC ($39.95) 


this round, Tetris-like 
blocks appear that can be 
moved and rotated with 
the cursor, and the object 
is to repair castle walls 
and enclose new territory 
as quickly as possible. If 
players can’t enclose at 
least one castle before 
time expires, they'll lose 
the game. Losers head 
screaming to the guillo- 
tine, where the survivor 
decides their fate, though 
a tasteful fade to red will 
cover any gory details. 
The one-player version 
of Rampart differs slightly 
in that the enemy is an 
ever-increasing fleet of 
ships rather than castles 
or territory, and, win or 
lose, the six levels go by 


03 


pite 


There's not much to say about the 
computer version of Rampart except 
that it's a good translation of what was 
at best a mediocre arcade game. If you 
were a fan of the original Atari coin- 
op, you'll find everything intact in this 
release, but newcomers to this simple 
strategy game won't find anything 
particularly interesting or innovative. 

The game play of Rampart is easy 
to learn and works the same for one to 
three players. Each person is given a 
territory with castles to defend, and 
the object is to enclose as much land 
and as many castles as possible while 
destroying the enemy's fortifications. 
The game is divided into three timed 
rounds and can be played in either a 
basic or enhanced mode. The basic 
game is a virtual duplicate of the coin- 
op, while the enhanced version adds a 
few bells and whistles. 

The first round of play is used for 
weapons emplacement, with players 
earning a certain amount of cannons 
for each castle they have successfully 
enclosed. At the start of the game, 
players choose a home castle that will 
automatically be enclosed for them, 
and they're given three cannons. 
Weapons can only be placed in en- 
closed territory, and, if you run out of 
room inside your walls, you'll have to 
forfeit the cannons for that round. 

Once players have their weaponry 
in place, it's time for battle. Using ei- 
ther a keyboard, joystick or mouse 
(the latter two are preferable because 
the keyboard does not handle diago- 
nal movement well), each per- 
son controls a cursor that 
serves to aim the cannons. 
Since the cannons lob their 
rounds rather than firing them, 
the further away a target is the 
longer it will take a cannonball 
to reach it. Frequently there are 
still cannonballs in the air after 
time runs out, so players can 
get in a last bit of damage even 
though the round is over. 

As soon as the last explo- 
sion from battle fades, players 
have another short time to re- 
pair and extend their walls. In 
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quickly and with lit- 
tle variation. The 
only real strength of 
Rampart as a com- 
puter game is its en- 
hanced mode, which 
allows players to se- 
lect superguns and 
propaganda  bal- 
loons as well as can- 
nons. The balloons 
will let a player con- 
trol a single enemy 
weapon for one 
round, while the su- 
perguns leave burn- 
ing pits when they 
strike walls. 

Also in the en- 
hanced mode vil- 
lages appear inside 
territories, and, if 
they can be encased, 
they'll turn into 
friendly grunts that 
will attack enemy 
fortifications. Walls 
cannot be placed 
over unfriendly grunts or burning pits, 
and both weapons will cause your op- 
ponent no end of trouble. 

The graphics of Rampart are ade- 
quate and faithful to the original, and 
a sound card will add good effects, 
though if you don't have one available 
it's best to play with the sound off. 
While the combination of guns firing, 
time running and grunts underfoot 
can make for a boisterous match, 
Rampart quickly pales in any mode 
because there just isn't a whole lot to 
it. As an example of a coin-op to com- 
puter translation, this game is first- 
rate, but, unless you were a fan of the 
arcade version, Rampart doesn't have 
much to offer. 
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—Craig Engler 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 
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Indiana Jones and 
the Fate of Atlantis 


LUCASFILM GAMES 
Version: IBM PC ($59.95) 


GRAPHICS 12345 6 т ә 10 
PLAYABILITY 123456 7 [2 10 


OVERALL 123456 7 э» 10 


The worst sin in interactive enter- 
tainment is to be boring. Whether it's 
the designers' credits, slow dialogue 
or interludes to advance the story, 
most designers seemingly concede 
that they can't be fully entertaining all 
of the time—but not at Lucasfilm. 
From one of the funniest opening se- 
quences—with full credits—to the fin- 
ish, Hal Barwood's /ndiana Jones and 
the Fate of Atlantis does everything it 
can to separate itself from other icon- 
driven graphic adventures. And it's 
replayable as well. 

With the Holy Grail and the Arc of 
the Covenant polished off by the 
movies, it was time for Indy to go after 
something that couldn't be neatly hid- 
den in the trunk of a Nazi transport 
truck— something like an entire conti- 
nent. From the discovery of the mira- 
cle metal orichalcum to the abundance 
of secret chambers and unexplained 
artifacts, the unbeliever slowly devel- 
ops the same zeal his enemies and 
friends have, not for winning the war 
but for finding Atlantis. 


Talk to Push 
Look ат Pull 


In the movies, Indiana always 
worked best when his partner 
could act as a foil, and the game's 
Sophia Hapgood is perfect for the 
role. Having a girl sidekick tag 
along may cause the more testos- 
terone-laden adventurer to worry 
about how she'll affect the action, 
but, luckily, Sophia is no Kate 
Capshaw, who shrieked, whined 
and screamed her way through 
Indiana Jones and the Temple of 
Doom. An archeologist turned 
high-priced psychic, Sophia is a 
delight to have along. The fiery-maned 
adventurer can charm obstinate char- 
acters, supply humor and even out- 
think Indy on occasion. 

The game is genuinely funny, 
though it is especially difficult to 
achieve the proper timing in having 
computer-generated characters tell 
jokes. Not as detailed as some of the 
backgrounds, the animated figures 
often wave their arms in exasperation, 
and their bulging eyes wonderfully 
complement the dialogue. 

Humor is one way to keep an 
adventure from slowing down, 
the other is special effects. Peri- 
odically, Indy will disappear from 
the action, and players will get to 
watch what is happening with 
| the other characters. Normally, 
these interludes are crude ways 
of advancing the plot. Here, they 
are full of some of the best ex- 
plosions and special effects to be 
reproduced on a computer. 

Replayable rarely describes 
such a story-driven game, but 
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after the first major achievement, the 
recovery of the Lost Dialogue of 
Plato, the game branches off into 
three separate paths: fists, wits and 
team. Corresponding to the predomi- 
nance of action, puzzles and Sophia, 
respectively, each visits identical 
locations but in a different sequence 
with individual story lines. Saving 
the game immediately after discover- 
ing the Lost Dialogue is highly rec- 
ommended, as all three paths are 
worth exploring. 

The best of the /ndiana Jones 
movies had workable, but mythical, 
story lines and a sidekick that was a 
foil, not a hindrance. /ndiana Jones 
and the Fate of Atlantis has both, 
and proves satisfying for far more 
than just amateur archaeologists and 
whip fanciers. 

—David S. Moskowitz 
Lucasfilm 
P.O. Box 2009 
San Rafael, CA 94912 
(415) 662-1864 
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Guy Spy and the 
Crystals of 
Armageddon 


READYSOFT 
Versions: Amiga ($49.95), Atari 
ST ($49.95), Commodore 64 
($34.95), IBM PC ($49.95), 
Macintosh ($49.95) 


GRAPHICS 12345 67 ә 10 
1 2345 е г 9 10 
1 2 34567 [0 10 


PLAYABILITY 
OVERALL 


Von Shadow, like most evil villains, 
has decided on world dominance. It's 
only a matter of time before he gath- 
ers the lost “Crystals of Armaged- 
don,” the fuel that is needed to initi- 
ate his doomsday device. Fortunately 
for mankind, the crystals are scat- 
tered around the globe, which 
will give Williams, our fearless 
spy, a chance to track down Von 
Shadow and his evil henchmen. 

ReadySoft was the first com- 
pany to succeed in bringing the 
popular coin-op laser-disc game 
Dragon's Lair to the home com- 
puter. Overall, ReadySoft has 
stuck with this format by releas- 
ing sequels, as well as another 
series of this type called Space 
Ace. What put these games in 
their own category was their car- 
toonlike animated graphics, a 
style that people were unaccus- 
tomed to seeing in a home-com- 
puter game. It was like taking 
control of a Saturday morning 
cartoon, well...almost. This tech- 
nology had one shortcoming: You 
did not control your character; in- 
stead, you were thrown into this 
linear decision tree. Every scene 
required one joystick input, either 
a press of a button or a push of 
the stick in the right direction. If 
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your response was right, you would 
move on to the next scene; if you 
guessed wrong—instant death. Tim- 
ing was critical, as frustrated players 
unfamiliar with the coin-op were dis- 
appointed to find that there was no 
actual control over your character. 
Constantly losing lives took on a 
whole new meaning. 

Guy Spy takes this genre to the 
next level, giving you complete con- 
trol of your cartoon hero, instead of a 
one-choice guessing game. Williams, 
our suave, somewhat clumsy secret 
agent, has to face many challenges in 
this globetrotting, danger-packed ad- 
venture. The story is segmented into 
a series of different arcade games, 
each one unique. After a short ani- 
mated briefing, Williams finds out 
that Von Shadow is heading for 
Berlin. Cinematically displayed, you 


watch as Williams buys his ticket, 
then proceeds down into the Berlin 
Metro. Now you take control, as 
Williams is suddenly ambushed by a 
gang of Von Shadow's accomplices. 
Directing the cross hairs left or right 
causes Williams to move in that direc- 
tion; pressing the joystick button (or 
keyboard equivalent) will cause a 
stream of machine gun fire. On the 
opposite side of the platform, the 
henchmen are doing the same. It will 
be hard to look at your life meter 
when a barrage of enemy fire is "dec- 
orating" your side of the station. As 
soon as all of the goons are taken out, 
Williams boards the train and heads 
for the Swiss Alps. It's off on a deadly 
gondola ride to the top of a mountain, 
as, once again, you are confronted by 
Von Shadow's assassins, who are rid- 
ing in another gondola ahead of you. 
The adventure continues as you wind 
up in a dodging dance of death with 
Olga (a gargantuan gal from the 
Alps), a trap-filled pyramid maze in 
Egypt, a barroom punch-out in Kenya, 
as well as many other perils. The final 
confrontation is with the big man 
himself, as you go one-on-one with 
Von Shadow. 

Some of the sequences can be very 
difficult to complete, and replaying 
sections over and over again gives the 
game a repetitive feel. Luckily, as you 
reach a new area, you can save the 
game from that point. The urge to 
complete a scene is definitely present, 
as each segment feels like a major ac- 
complishment. While not the most col- 
orful game, Guy Spy's cartoon graph- 
ics are beautifully rendered, and 
sound support is in full swing with an 
abundance of hilarious samples. Did 
James Bond ever have it this tough? 

—Joseph Cataudella 
ReadySoft 
30 Wertheim Court, Suite 2 
Richmond Hill, ON 
CANADA L4B 1B9 
(416) 731-4175 
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Dagger of Amon 
SIERRA ON-LINE 
Version: IBM PC ($59.95) 


GRAPHICS 123456 78° 10 


| 


The Dagger of Amon Ra, the latest 
Laura Bow game from Sierra On-Line, 
is the follow-up to Roberta Williams’ 
first mystery adventure, The Colonel's 
Bequest, and uses the King's Quest 
“mouse-only” user interface. 

For Dagger of Amon Ra, Sierra has 
created a lavish 1920s game setting, 
using full 256-color VGA screens, 
digitized backgrounds depicting the 
artistic style of the 
1920s and a full stereo 
soundtrack that will 
knock you out of your 
seat. (Play the game 
in a very dark room 
for the full murder mys- 
tery effect!) 

After a long, but very 
important start-up se- 
quence, Laura Bow 
appears, and 
we're ready for 
Act |. Dagger 
of Amon Ra is 
broken up into 


six separate 
“acts,” each 
with its own 


clues. As with 
most Sierra ad- 
venture games, 


Dagger is nonlinear; 
that is, it doesn’t matter 
which order the puzzles 
are solved in, and some 
don’t have to be solved 
at all to finish the game. 

This time around, 
Laura finds herself in 
the middle of New York 
City, working for a big- 
city newspaper. A sus- 
picious murder has oc- 
curred, and she’s soon 
hot on the trail. Unfor- 
tunately, the employees 
at the newspaper and the local big- 
city police don't exactly welcome 
Laura's snooping with open arms, but 
friends can be found everywhere in 
this game. 

Laura is 
equipped 
with a mag- 
nifying glass 
and a small 
notebook. 
As clues are 
gathered 
and puzzles 
solved, they 
are automa- 
tically entered into 
Laura's notebook. 
Characters in the 
game can be asked 
questions by click- 
ing on any of the 
people's names, loca- 
tions or items ap- 
pearing in Laura's 
notebook. Players 
should be sure to 
always examine objects with the 
magnifying glass as well as with 
Laura's eye icon, otherwise important 
clues can be missed. 

How difficult is this game? It can be 
pretty tough in some places, and one 
wrong move can lead Laura to a pre- 
mature death; but, with some thought, 
and by carefully paying attention to all 
the clues, the game runs smoothly, 
without any puzzles that seem com- 
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pletely unsolvable. For those who 
really have a tough time with Dagger 
of Amon Ra, a clue book is also avail- 
able, and Scorpia has posted a 
detailed walk-through on the major 
on-line telecommunications networks. 

Act | gets the player acquainted 
with the game (do be careful not to 
run in the street though—this is New 
York City after all). In Act |, Laura 
meets the major characters in the 
game. Act Ill involves a grand tour of 
the museum itself, and Laura finds 
some good clues as to what is 
really going on. Acts IV and V get 
tougher and far more dangerous for 
our heroine. There are tricks and 
traps all over the place, and Laura is 
getting much too close to the mur- 
derer for her own good—so close, in 
fact, that the killer will be chasing her 
in many scenes! Act VI is the finale, 
with all of the trappings of a good 
Agatha Christie story. 

Dagger of Amon Ra is a great 
game for a rainy night, and it 
provides more than enough of a 
challenge to prevent it from becom- 
ing boring when the initial excite- 
ment over the sound and graphics 
wears off. 

—Peter T. Szymonik 
Sierra On-Line 
40033 Sierra Ave. 
Oakhurst, CA 93644 
(209) 683-4468 
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Pacific Islands 


EMPIRE 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


GRAPHICS 1234567 ro 
PLAYABILITY 1234567 г о 
OVERALL 1234567 г о 


War games are notoriously hard to 
set up, graphically uninteresting and 
tiresome to play. Pacific Islands is an 
outstanding exception. It’s the eagerly 
awaited follow-up to Team 
Yankee, which was devel- 
oped by Empire in Britain and 
released in North America by 
ReadySoft about a year and a 
half ago. Pacific Islands uses 
the same basic play engine, 
but instead of being set in Eu- 
rope against the then-USSR, 
it is set on a series of islands 
and fought against an un- 
specified adversary. (Though 
| must admit that the first | 
time | saw the enemy's flag, | 
looked twice before | saw for sure that 
it wasn’t the hammer and sickle.) 

Pacific Islands improves on the play 
system, in which players are in charge 
of four tanks and the screen is divided 
into quadrants, each showing the view 
from one tank. The nifty part is that 
each view can be panned independent 
of the others. It takes a little getting 
used to in order to understand what 
you're seeing, but the learning curve 
is gentle and short. It's also possible to 
zoom the view of any one 
tank to fill the whole screen. 
The graphics are a combina- [5 
tion of bitmap backgrounds 
and polygon objects. | have 
to give the developers a lot | 
of credit for how well the 
graphic routines have been 
streamlined. Polygon graph- 
ics are usually slow enough 
that there aren't many ob- 
jects on-screen at once, but 
these routines are fast 
enough that there are whole polygon 
villages to roll your tanks through with 
no slowdown. 

What makes Pacific Islands such a 
standout game, and so much of an im- 
provement on Team Yankee, is the 
strategy. The objectives involve not 
only hunting down the enemy forces, 
but also finding and laying waste to 
enemy installations. (You can even lay 
mines, though the first three times | 
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did, | blew my own 
tanks up; | finally 
learned to make 
note of where | put 
the mines.) The ob- 
jectives aren't al- 
ways simple ones 
either, but there can 
be more than one 
in a scenario along 
with secondary goals 
as well, such as 
cutting enemy com- 
munications. The 
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enemy is much more intelligent than it 
was in Team Yankee and doesn't al- 
ways react to what you do in the same 
exact way. 

Pacific Islands does have its flaws. 
There are two basic views: the 3-D 
out-the-turret and an overhead map 
view. | get irritated that the only way 
to control movement is on the map 
screen. l'd like to be able to actually 
drive my tanks, instead of pointing to 


emi UNIT 2 


ли] 
[3 


where | want them to go and 
ЕД then telling them how fast to get 
SH there. | realize that handling 
] movement this way leaves the 
player free to concentrate on 
looking for the enemy and firing, 
but I'd like to have the option of 
steering. Pacific Islands has 
some good intro music, but the 
sound effects seem to consist 
solely of explosion noises. What 
is missing is engine noise. | 
didn't think I'd miss it, but en- 
gine noise would provide 
an audio clue about how 
fast you're moving without 
having to go back to the 
map screen to check the 
throttle. 

Even if you aren't a war 
game fan—and | have to 
admit I’m not— Pacific Is- 
lands is a highly playable 
game, regardless of the 
genre. Oddly enough, after 
awhile | found myself in the 


same mind-set | get into when | play 


chess, spending more time planning 

moves than making the moves them- 

selves. Spend some time with Pacific 

Islands; you'll be amply rewarded. 
—Tom Malcom 

ReadySoft 

30 Wertheim Court 

Richmond Hill, ON 

CANADA L4B 189 

(416) 731-4175 
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Aspects of Valor 


ASCIIWARE 
Version: IBM PC ($59.95) 


SOUND/MUSIC 1234 sn в 9 10 
GRAPHICS 1234 si’ 8 9 10 
PLAYABILITY 12345 6 зэ 10 
OVERALL 12345 684s 9 10 


What with the current popularity of 
role-playing games, the term “RPG” 
gets thrown around more than a foot- 
ball at a picnic. It seems that any 
game with a main character and a 
fantasy plot line manages to be mis- 
taken for one of these complex ad- 
ventures. For example, take a look at 
Asciiware’s newest game, Spellcraft: 
Aspects of Valor. Although the pub- 
lisher doesn't refer to the game as an 
RPG, a fantasy gamer might easily 
mistake it for one. The fact is, Spellcraft 
is about as much an RPG as Termina- 
tor 2is an historical romance. 

Still, if your favorite role-playing 
characters tend to be wizards, Spell- 
craft may weli enchant your gaming 
sensibilities. In this magical action 
quest, you'll do more spelling than 
Noah Webster, albeit of a very different 
kind. In fact, before you reach the end 
of the game, you'll have stirred almost 
five dozen ingredients into nearly a 
hundred types of spells. 

You'll use those spells in the last of 
the three segments that make up each 
of the game's many quests. But before 
you get to the magical segment, you 
must first venture into the real world of 
Terra, which is represented by a full- 
screen world map. Terra contains many 


cities, in which you'll find allies willing 
to share their knowledge and to buy 
and sell magical ingredients and equip- 
ment. Hopping onto a plane, you fly 
from city to city, meeting and dealing 
with your allies. 

Once you've discovered your cur- 
rent quest (either from your allies or 
from Garwayen, your wizard mentor) 
and gathered supplies, it's off to your 
workshop, where 
you can experi- 
ment with magical 
ingredients and at- 
tempt to discover 
new spells. Each 
spell is composed 
of various ingredi- 
ents—aspects, jew- 
els, powders, can- 
dles and stones— 
in various quantities. You select the in- 
gredients, mix them—then hope for 
the best. If a spell goes wrong, it can 
backfire with hor- 
rifying results. The 
graphics that ac- 
company back- 
fired spells are | 
truly grotesque. 

Finally, with 
new spells in hand, 
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you sally forth to Valoria, a magical 
realm that retains a tenuous connection 
to Terra. In Valoria you must obtain the 
objective of your quest, all the while 
battling the many creatures who want 
to stop you. Valoria, which comprises 
several realms, including earth, air, fire 
and water, is represented on your 
screen in an overhead perspective. As 
you roam around the map, creatures at- 
tack from all sides. And, 
although you have a 
sword, it is your spell 
book that'll keep you 
footloose and fancy- 
free. The action is furi- 
ous (your enemies use 


magic, too), so you must 
be skilled at quickly cast- 
ing spells, as well as 
hacking apart monsters 
with your sword. 

It is all the hacking and 
real-time spell casting that 
places Spellcraft smack in the middle of 
the action-game genre. However, you 
need to put your brain to work, too, if 
you're to discover the correct ingredi- 
ents for new spells. For this reason, 
Spellcraft has something to offer fans of 
both the RPG and action schools of gam- 
ing. If you've always wondered what it 
would be like to have a long white beard 
and wear a pointed hat, Spellcraft just 
might hold the answer. 

—Clayton Walnum 
ASCII Entertainment Software 

P.O. Box 6639 

San Mateo, CA 94403 

(415) 570-7005 


EDITORS' CORNER 


OCTOBER 1992 * 111 


t-Fighter 
DOMARK 


Versions: Amiga ($34.95), 


IBM PC ($34.95) 


GRAPHICS 


Based on the popular coin-op, 
Pit-Fighter is a battle to the death 
against eight different opponents to 
become the World Champion. You 
can be one of three fighters: Ty, an 
agile kick boxer; Kato, a speedy, third- 


degree karate black belt; or Buzz, the 
powerful ex-pro wrestler. Each fighter 
has different specialty moves based 
on his fighting style. For example, Ty 
has a spin kick, Kato a combo punch 
and Buzz can perform a pile driver. 
The game's introduction animation 
gives you a feel for each of the chal- 
lenger's unique fighting styles. 

The illegal matches take place in 
various locations, such as parking 
garages, boiler rooms and motorcy- 
cle bars. In Pitfighter matches, you 
must defeat one of the seven ranked 
fighters who stand between you and 
the championship round against the 
Ultimate Warrior. Every third match 
is a grudge match against either 
the other human player in two-player 
mode or a computer-controlled 
challenger in one-player mode. 
Grudge matches are won by knocking 
down your opponent three times, as 
opposed to Pitfighter matches which 
are fought to the death. You have 
three lives within which to complete 
the game. 

Pit-Fighter's digitized graphics 
have been ported to the PC with 
mixed results. The fighters are well 
done and scale smoothly when mov- 
ing from front to back, yielding a 
good 3-D effect. The remaining 
graphics, however, are poorly ren- 
dered. The "weapons" you can pick 
up, such as knives and barrels, are 
crudely defined, and background 
graphics of cars and spectators are 
nothing more than black silhouettes. 

The game's control mechanism ig- 
nores the PC's second fire button. To 
perform one of a fighter's eight 
moves, you must first center the joy- 
Stick, press and hold fire button one, 
and then move the joystick in the di- 
rection assigned to the move you 
want to execute. This is fine for a spe- 
cialty move, but seems overly compli- 
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cated just to throw a simple punch. 
Assigning one of the basic moves, ei- 
ther punch or kick, to the second fire 
button would have greatly increased 
the playability of this game. 

To perform combination moves, 
you can't just rapidly press the fire 
button; you must 
continue to hold 
down the fire button 
while moving the 
joystick back to the 
center position and 
then again to the f 
move position. Even 
the best joystick 
jockeys will soon tire 
of this and will 
switch to the key- 
board, which | found 
slightly easier to use. 

The manual does 
little to ease the 
player's frustrations. 
It lists three special 
moves for each 
fighter, but shows 
only one way to 
execute them. | tried 
several different 
combinations but 
was never able to 
use the other two 
moves. The manual 
also tells you to 
press fire-down to 
duck and fire-up to 
jump, when, in fact, 
fire-up causes your 
fighter to duck and 
then releasing the 
fire button will cause 
him to jump. There 
is no mention of 
how to throw a 
punch, one of the 
most basic moves in 
the game. 

The game's sound 
is another disap- 
pointment. You can 
select either music or sound effects 
during play, not both. The game 
music is the same as the title theme 
and quickly grows monotonous. The 
only sound effects are the dull thud of 
your punches. With no grunts, groans 
or crowd noises, one wonders why 
the programmers even bothered with 
sound board support. 

Good arcade-quality beat-'em-ups 
are sorely lacking on the PC, and 
Pit-Fighter does nothing to fill the 
void. Its lackluster graphics, minimal 


sound and awkward game play cap- 
ture little of the coin-op's excitement. 
—Jeffrey Tschiltsch 


Accolade 

5300 Stevens Creek Blvd. 
San Jose, CA 95129 
(408) 985-1700 
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Prophecy of the 
Shadow 


STRATEGIC SIMULATIONS 
Versions: Amiga ($59.95) 
IBM PC ($59.95) 
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Prophecy of the Shadow is а new 
release from SSI that might meet 
your expectations but certainly won't 
go much beyond them. The game is a 
genre-mixer of sorts, combining ele- 
ments of role-play and adventure, 
and even requiring, upon occasion, 
the quick reflexes of arcade game 
play. Ultimately, however, despite all 
the polish of the game's window 
dressings, you get the feeling that 
Prophecy of the Shadow is a game 
you've played many times before. 

Unlike the SSI "Gold Box" series 
of AD&D games, Prophecy of the 
Shadow is a "single character" ad- 
venture game, which means that you 
adopt the role of an apprentice magi- 
cian in a fantasy kingdom (actually, a 
big island and a little island) where 
magicians are hunted and prosecuted 
by the powers that be. 

You begin the game by build- 
ing a character from three basic at- 
tributes—health, agility and magic— 
of which health is by far the most im- 
portant for staying alive long enough 
to use the other two. But the charac- 
ter attributes and the character-build- 
ing process are too crude for in-depth 
role play, and the game quickly slides 
into a predomi- 
nantly adventure 
mode, with lots 
of overly bloody, 
hack-and-slash 
encounters. 

Immediately 
after your charac- 
ter is created, a 
poisoned  dirk 
whirls out of the 
forest to fatally 
wound your 
character's 
healer/mage 
master, who then 
explains the be- 
ginning of the 
game's quest 
with his dying 
words. From that 
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point forward you are treated to 
pretty much standard adventure- 
game fare. You have to find keys to 
unlock doors, fight (or work) for sil- 
ver, buy supplies with your silver and 
talk to strangers to learn increasingly 
more about your quest. Continuously 
saving and restoring all critical deci- 
sion points is crucial to successful 
game play. 

One of the more interesting as- 
pects of the game lies in the fuzzily 
digitized images (called “cinematics” 


Tbe Sheriff gives you а Suspicious 
look. "I like things real peaceful ond 
|| quiet around here. Беер that in mind.’ 


in the game’s advertising) of non- 
player characters—peasant, inn- 
keeper, sheriff and such—who look a 
little like cloned refugees from a high 
school production of Man of La Man- 
cha, but they do give the game a 
quirky sort of visual appeal. 

As time goes by, the keys that un- 
lock doors get a little harder to find, the 
fights get played out against bigger 
and badder villains and the quest gets 
a tad tiresome. It is repetition rather 
than variety of play that finally drives 
Prophecy of the Shadow to its cli- 
mactic confrontation between 
your mage character (wielding 
the mystical Shadow Sword) and 
the evil Abraxus. 

All actions in Prophecy of 
the Shadow can be accom- 
plished by a point-and-click, 
icon-based interface that looks 
į] somewhat better than it actu- 
ally works. But even with a 
fairly smooth interface, there is 
more tedium than fun in guid- 
ing your character back and 
forth through interchangeable 
forest mazes. And, upon en- 
countering a thief or other 
baddy during your travels, you 
must decide quickly whether to 
fight or flee—the game has no 
pause feature. 

Overall, whether or not you 
like Prophecy of the Shadow de- 
pends on how familiar you are 
with the genre and to what de- 
gree that familiarity breeds con- 
tempt. You might call Prophecy 
of the Shadow either a cinemati- 
cally enhanced update of a clas- 
sic adventure game or an out- 
dated and somewhat outclassed 
(by the Ultima series, among others) 
role-playing game. 

— David Myers 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
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Take the A-Train 


to Financial Success 
MAXIS 


In A-Train, a player has to create a 
railroad and influence city develop- 
ment to earn $50 million. In order to 
influence city development, a railroad 
must include freight and passenger 
lines. A successful player has to be 
aware of how to use money wisely, 
because, if there isn't enough cash in 
reserve to pay for taxes or other ex- 
penses, the game will end. 

Thus, money is the most important 
aspect of this game. In A-Train, it is 
important to keep track of the rail- 
road's assets (invested money), debt 
(including taxes), revenue and expen- 
ditures. Revenue and expenditures 
are the amount of money earned and 
spent on a day-to-day basis. Money 
owed to banks and the tax man is 
debt. Owned properties (e.g., railroad 
equipment, real estate and buildings) 
are assets. There are two different 


ПШ 


types of assets: those that сап be sold 
and those that can’t be sold. At the 
beginning of the game, keep only the 
assets associated with your railroad 
(trains, track and stations). Then, in 
the early portion, create and sell as- 
sets such as apartment buildings, be- 
cause a railroad needs cash for devel- 
opment. Later on, build other assets 
and lease them to encourage the area 
around a station to grow. An excep- 
tion to the rule is buying some land 
and holding it for future develop- 
ment. The land should be near your 


TOROS 
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stations or where roads intersect or 
cross each other. 

Once you have established your 
railroad, start buying assets with your 
profit. The tax on assets is 596, com- 
pared to 50% for profit. Be careful— 
not all assets will make money. If an 
asset makes a profit, half of the profit 
goes to taxes (assuming that the total 
revenue is greater than the total ex- 


| penses) and there is a 5% tax on the 


asset's market value. To see if an 
asset is making money, estimate its 
profit for the year and divide that 
number by two (or estimate its profit 
for half a year) then compare that 
number with 5% of the asset's market 
value. If the number is greater than 
the 5%, then that asset is profitable. 
Sell an asset built near a station in a 
developed part of the city to earn 
quick cash. Don't wait for income to 
come in, because the market value of 
the asset drops quickly. 

Loans aren't always a great way to 
raise cash. Invested money usually 
takes some time to come back as a 
profit. In most cases, pay back a large 
loan gradually. When a loan is due, 
borrow enough money to pay back 
the loan and its interest. This new 
loan should be smaller than the first. 
Repeat this process until cash on 
hand pays for the loan. 

Finally, never sell assets to cover a 
loan or tax payment unless there is 
no other way. Money earned from 
selling an asset is automatically 
added to revenue and taxed at 5096. 
Sell assets to buy other assets. Run- 
ning a railroad is a tough busi- 
ness—making money at it is even 
tougher. Financial success depends 
not only on running a railroad effi- 
ciently, but also using its revenues to 
produce more revenues. 

—John Schnyder 
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Global Conquest is a much more 
complicated game than you might 
infer from its overly cutesy manual. In 
fact, many of the strategies and tech- 
niques needed to master the game are 
only glossed over in the manual—or 
not mentioned at all. This means that, 
if you expect to become a global ruler, 
you'd better put your shoulder to the 
grindstone and experiment with new 
techniques in order to discover what 
the manual hasn't told you. In this arti- 
cle, we'll try to do some of that work 
for you and get you started down the 
road toward global conquest. 

Most of the hints here will deal with 
your various types of units. However, 


here's a quick tip that'll keep up the 
cash flow: Because the player who 
completes his turn the quickest gets 
an extra five bucks tucked away into 
his treasury, the first thing you should 
do when a turn begins is pause the 
game. To do this, click in the timer bar 
on the left side of the screen. Then, 
while the game is paused, plan your 
strategy for that turn. You can use 
most of the viewing controls while in 
pause, so take your time exploring the 
map and checking the status of your 
units. Unpause the game only to give 
an order, and then immediately 
repause the game. (You'll have to un- 
pause the game when you're finally 
ready to give the execute command.) 
Of course, before you can give 
good orders, you must understand the 
troops under your command. Each of 
the units in Global Conquest—com- 


cens, planes, spies, infantry, armor, 
submarines, battleships and carri- 
ers—has its own strengths and weak- 
nesses. An important part of master- 
ing the game is learning when to use 
what unit. Here are some suggestions: 

Comcens: Because the loss of a 
comcen (command center) means the 
loss of the game, you should use 
these units only for quick strikes, re- 
treating to the relative safety of your 
Metroplex for repairs as quickly as 
possible. Although the comcen is the 
most powerful unit at your disposal, it 
cannot survive a battle against several 
full-strength enemy units. 

Planes: Of all the pieces, planes 
are the most useful. At the beginning 
of a game, you should use them to 
quickly explore new territory. While 
they cannot find minerals and oil 
fields, they can give you the lay of the 


Each of the provided scenarios requires a very 
different strategy. For example, when playing the 
"Live and Let Die" scenario, you should attack 
the enemy at every opportunity. But when playing 
the "Guns or Butter" scenario, exploration is the 
key to victory, because, without vital resources, 
you'll be unable to build up your forces. 


You need a good balance of unit types if you're to 
survive the war, so plan your early production ac- 
cordingly. However, when planning your produc- 
tion strategy, don't forget to account for the lo- 
cation of your burbs and the type of scenario 
you're playing. The strategic value of each type 
of unit changes with your overall plan. 


Press a key to continue 


When learning the game, take advantage of the 
extras offered by the easiest, "General" setting. 
The additional cash and burbs you'll get will help 
you against the ruthless computer opponent. 


Exploration is always the first order of business. 
Use your land troops to hunt for resources, as 
well as to discover new land masses. 
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land—including the location of enemy 
forces—faster than any other piece. 
The information you glean from a few 
air missions will help you solidify your 
strategy early on in the game. 

Planes are also marvelous for 
weakening an enemy prior to a 
ground strike. Use them to continually 
bombard enemy units you want to de- 
feat, until the units are weakened to 
about 15% or less. Then bring in your 
ground forces to mop up. In the same 
way, use planes to protect your own 
cities and units by weakening any 
enemy unit that tries to come too near. 
After a few air strikes, attacking enemy 
units will be too weak to succeed in 
their missions. 

Spies: These guys are invaluable 
for keeping an eye on your enemies’ 
ever-mounting forces. Keep your spies 
circulating the map, especially in the 


area of your cities, to gather informa- 
tion on the location of enemy troops. 
Because spies cannot be seen except 
by another spy, they can get the goods 
much easier than most other units, ex- 
cept perhaps the planes. A spy’s ad- 
vantage over a plane is that a spy 
won't crash and burn! 

Infantry: The infantry units are the 
core of your forces, the ones that you 
will rely upon to do the dirty work. Ex- 
cept in extraordinary circumstances, 
keep at least one infantry unit in each 
of your cities to make sure the cities 
aren't conquered by enemy forces or 
by a surprise native uprising. Patrolling 
infantry are good for locating valuable 
resources, which may increase your 
cities' income or allow you to build ad- 
ditional types of units. Last, but most 
definitely not least, use your infantry to 
kick the enemy's butts by destroying 


moving or entrenched units or taking 
over cities and resources. 

Armor: Use your armored units as 
you'd use your infantry. An armored 
unit's advantage is that it moves twice 
as fast as your foot soldiers, does more 
damage and has a slight defensive 
edge. Of course, it also costs a lot more! 

Submarines: These are wonderful 
for secretly patrolling large ocean 
areas, gathering information on the 
whereabouts of seagoing enemies and 
defending your coast. If an enemy at- 
tempts to land an attack force on your 
shoreline, and you lack the air and land 
forces to stop it, a surprise sub attack 
will sink your enemy to a watery grave, 
or at least weaken it enough to make 
the attack ineffectual. Submarine at- 
tacks are especially devastating against 
infantry and armor transports, destroy- 
ing them with one hit. 


Destinations 


When exploring, your planes are invaluable for 
filling in the map as quickly as possible. Before 
you can mount your first attack, you of course 
need to know the location of the enemy forces. 


Destinations. 


When you spot enemy planes, you can blast them 
from the sky (if you're lucky) by choosing your 
own planes' dogfight command. 


Your spies, too, can provide you with much infor- 
mation about the map and your enemies' plans. 
Get your spy moving right away. But remember 
that only a spy can see a spy. Send your spy back 
to your comcen frequently, to check whether an 
enemy spy is stealing intelligence about your 
units and cities. 


When not mounting an attack, keep your battle- 
ships and submarines in a patrolling pattern. This 
ensures that the area's map stays updated with- 
out your having to reissue orders. 
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Battleships: These, too, аге excel- While knowing how to use your may still produce units and so have 
lent for patrolling your waters and units is imperative, understanding the them ready for release when the sup- 
attacking enemy naval units. Although, | game's economic rules is also impor- port situation changes. (If a town has 
unlike a submarine, a battleship can tant. When you play your first couple completed a unit, but is unable to re- 
be seen by any enemy units in its of games, closely watch the way your lease it, the time to completion will 
area, it has the advantage of being money is used, how new units are cre- stay listed as one turn.) For example, if 
able to bombard units onshore from a ated and how the cost of supporting you have unsupported units ready to 
safe distance—another good way to those units affects your production. release in a town, when a unit at- 
weaken a target in preparation for Remember: Units must have support tached to that town is destroyed, the 
a ground assault. Finally, a battle- from their home city if they are to stay replacement will be released immedi- 
ship can "see" more map area than strong. If you lose a city to an enemy,  ately upon the next turn. Discovering 
can a submarine. immediately check for units without new resources may also cause your 

Carriers: Use aircraft carriers support and transfer their supportto a cities to immediately release com- 


mainly for transporting planes to dis- different city, if possible. 


pleted units waiting for support. 


tant locations or for providing a move- Even if you have enough cash to While it is too complex a game to 
able air base, from which you can produce a new unit, your income must be covered thoroughly in a short arti- 
mount air attacks wherever they're be high enough to support it. Until cle, the information here should get 
needed. Carriers have similar abilities there's enough support, the new unit you on your way toward victory. Good 
to battleships, but do slightly less will not be released. However, this rule luck, and if you see one of my planes 
damage in an attack and have better сап work in your favor. Even when over your city, just wave—don't shoot. 
defense ratings. they cannot support new units, towns —Clayton Walnum 


5 
[Airplanes (Burbs (Destinations 


I 


An enemy city surrounded by your planes is in a 
very vulnerable position. Use the planes to 
weaken the city's defenses. Then move your 
ground forces in to take over. 


la P 
Certain random events make Global Conquest in- 
teresting, but some events, like reversing the 
map's orientation or making the game's interface 
malfunction, are just plain infuriating. You might 
want to take the basic scenarios and customize 
them to leave out the wild cards—especially if 
you value your sanity. 


Find all the resources you can. (The mineral re- 
source in this photo is near the center of the 
map, surrounded by the white box cursor.) De- 
pending on the scenario, resources can provide 
extra income for your cities or allow you to build 
new units. 


Terrain [Airplanes 


t 


Press а key to continue 


To customize a scenario to exclude the wild cards, 
jot its original settings down on paper. Then go to 
the scenario builder screen and reenter the set- 
tings exactly as they were, except for the cards 
you want to turn off. Finally, save the scenario 
with а new пате. Û 
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elcome back to the all-new 
and improved О & A column. 
You won't have to worry any 


longer about receiving a history lesson 
in games, or double-talk replies to your 
Q's. We have a ton of great Q's this 
month, so let's not waste any time and 
jump right into it. 


| just hope your quest to 

answer questions can 

answer this question. | 

would like to know what is 

the best game to play for first-time 

NES owners. | have tried a few like 

Rad Racer, Zelda IL—The Adventure of 

Link, Hudson's Adventure Island, 

Defender of the Crown and Super 

Mario Bros. | like Zelda Il, Hudson's 

Adventure Island and some of the oth- 

ers, but | have come to believe you 

have to have been born in the age of 

the NES to be good enough to play 
any of the games. 

—Melinda M. Fields 

Panama City, Florida 


If by first-time gamers you 

mean novice video-game 

players, your list is pretty 

much complete—if you've 
really played all of those, you're not a 
novice anymore. We'd also like to rec- 
ommend Micro Machines, Super Mario 
Bros. 3, Tetris and Chip & Dale Rescue 
Rangers. As for having to have been 
born in this day and age, most people 
in the video-game industry are in their 
20s and 30s. 


| own а lot of game sys- 

tems, but the Amiga 500 is 

about the only machine | 

use to play games. It has 
excellent graphics and ! also use it to 
type reports. There are new things 
coming out for it every day, such as 
the Video Toaster and CDTV, and the 
price for the computer itself is unbe- 
lievably low. 

Now | have a few questions. Why 
is it so underrated? Why is it under- 
sold? In my lifetime | have only seen 
two commercials for it and that 
was about three years ago. | think if 
they tried hard enough they could 
make it the number one computer in 
the U.S. 

Keep up the good work. 

—Andrew Thomas Potocki 
Dyer, Indiana 
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Believe 


it or not, you 

answered your own ques- 

tion. The problem is not 

with the Amiga itself, but 
with Commodore's marketing. When 
Commodore first entered the home- 
computer field with the VIC 20 and the 
C-64, it marketed its computers more 
as game machines, which was some- 
thing they excelled in. However, unlike 
the Apple |! series and the TRS-80, few 
C-64s were being bought by small busi- 
nesses or people needing to do word 
processing on a smaller scale. So, 
when Commodore introduced the 
Amiga, its marketers ignored its built-in 
graphics and sound advantages and 
tried to market it as a business 
machine. That meant going up against 
IBM PCs, IBM clones and, to a lesser 
extent, the Apple Macintosh. As you 
mentioned, IBM has exponentially 
more advertising commitment and 
money than Commodore, and there are 
dozens of manufacturers making IBM 
PC clones. 

In spite of Commodore's paltry 
efforts, many software firms are deter- 
mined not to let the Amiga become a 
gaming orphan. Some release Amiga 
versions of their IBM PC games very 
soon after the PC versions appear. If 
you're looking for Amiga games, try 
the following publishers: Psygnosis, 
Sierra On.Line, Electronic Arts, SSI, 
Domark and Accolade. 


| am a big fan of the NES. 
When the Super NES came 
out, | was ready to buy 
one—in fact, the very next 
day after | saw the ad for it, | went 
down to the store with my dad, who 


said he'd buy me one. Because my 
family wants me to learn the value of 
money, the deal | cut with my dad was 
that he would buy me the new system 
if | would buy the Super NES converter 
to play the old NES games that | have. 
Well | didn't get the system that day. 
We went to Toys 'R' Us (which clearly 
carries almost the entire Nintendo 
software library) and | asked an 
employee about the converter. She 
said that Nintendo had pulled the plug 
(no pun intended) on creating a con- 
verter. Is another company going to 
develop a converter and have it 
licensed by Nintendo? Is Nintendo 
going to develop one? If the answer to 
either of these questions is yes, could 
you tell me about how much a convert- 
er will cost and when they will hit the 
stores? Thanks for helping a fellow 
gamer. I'd like to get this system as 
soon as possible! 
—David Lee 
San Bernardino, California 


At this time, Nintendo has 

no plans that we know of 

for creating a converter. If 

some third party builds 
one, you can expect to see a legal bat- 
tle that will make the Galoob Game 
Genie litigation seem like a friendly 
game of Pong. Oddly enough, 
Nintendo is acting as if it will be releas- 
ing one soon by pricing the SNES 
almost as low as some of the NES con- 
figurations. If its display at the Summer 
Consumer Electronics Show is any indi- 
cation, Nintendo has little interest in 
supporting the NES. 

Video-game system prices across 
the board are much lower now than 
when you first went SNES shopping, 
and, frankly, we sympathize with any- 
one who wants to choose a machine by 
using a certain degree of financial 
responsibility. Our advice: Check out 
the software. Ask yourself if you want a 
lot of games of varying quality or a few 
superior ones. The SNES has wonder- 
ful graphics and sound, but the car- 
tridge prices, on average, are higher 
than any other system, except the 
Neo-Geo. The 8-bit NES system may 
seem overpriced, but it has more than 
400 software titles, and low-priced used 
games are becoming more available. 
The Genesis and TurboGrafx-16 have a 
mixture of benefits and drawbacks. 
Regardless, we'll still be covering all 
new software for all systems. If you 
don't normally read VG&CE, this might 
be a good time to start. 
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Ultimate Game Club 


1491 Boston Post Road, Old Saybrook, CT 06475 
203-388-6741 or Fax us at 203-388-0084 


1-800-289-2842 


Games for the following 
systems as low as: 


Used New 
Nintendo 9.99 14.99 
Master System 9.99 19.99 
TurboGrafx 9.99 19.99 
Genesis 19.99 29.99 | 
Super NES 29.99 39.99 | 
Neo*Geo 129.99 149.99 | 
Game Boy 9.99 19.99 
Game Gear 14.99 24.99 
Lynx 14.99 29.99 
PC Engine 39.99 
PC Eng. CD 39.99 
MegaDrive 29.99 
SuperGratx 49.99 | 
Other Specials | 
Arkanoid W/controller 59.99 | 
Master Gear 19.99 


New For Genesis. 


Jennifer Capriati Only 


| overhead smash to an ace serve. Play 


Eu 153065 $49.99 


What Can You Get For Free? Lots Of Stuff At UGC! 
1) The phone са! is free! (just dial 1-800-289-2842) 

2) The shipping is free! (on orders over $200.00) 

3) The membership is free! (entitles you to specials & discounts) 

4) The subscription to our own Beyond Gaming magazine is free! 

5) The sales tax is free! (except in Connecticut) 

6) The ‘Ultimate Hint Book’ is free! (on orders over $100.00) 

7) Rare Japanese game magazines are free! (on orders over $200.00) 
8) The MegaDrive adapter is free! (when you buy 2 MegaDrive games) 
9) The PC Engine adapter is free! (when you buy 2 PC Engine games) 


Jennifer Capriati Tennis 
E And Genesis 
A Great Match 


Jennifer Capriati is one of the brightest 
prospects in professional tennis today. 
Her combination of power, stamina 

and intelligence the past two years has 
taken her a long way in many top world 
tournaments. This year holds even more 
opportunities for Jennifer, and she's 

only 16! 


Now she has teamed up with Renovation 

for the first tennis video game for the | 
Sega Genesis system. АП the realism | 
of professional tennis is here, from the 


as Jennifer in exhibition singles and 
doubles matches or take her to the top 
in the circuit tournaments. You can even 
risk trying to beat Jennifer with a choice 
of up to 24 different players, or 8 you 
can create yourself. 


What a great match: Jennifer Capriati, 
Sega Genesis and Renovation Products. 
See you at Courtside! 


‘Innovation Cool Ideas For Cool People! 


TECHNOLOGIES Coming soon to 
| Genesis 


Super Nintendo 


a store near you! Or call 1800-289-2842 to order! 
Game Bo 


The Stick 

Stick it to 'em! Blow away any game with 
The Stick. Features slow-motion, turbo & 
auto fire, rotating keypad for custom fire 
button placement, and much, much more! 


$39.99 
The Pad 
Maximum Carnage! This control pad gives 
you slow-motion, and turbo/auto fire 
control for each button. 


The One, The Only, The Pad! $24.99 
The Pro-2 Control Pad 
Programable control pad. Features 


include slow-motion, turbo & auto fire. 
$19.99 

Super Cable 

The first six foot extension cable for 

Genesis controllers. Now you can sit back 

and enjoy the game! $8.99 


Action Replay PRO 

This advanced version of the Action 
Replay (like the Game Genie) gives you 
the power to design and create your own 
game enhancement codes for any game! 


" $79.99 
The Super Stick 
This high-quality control stick is similar in 
design to the Neo*Geo controller but is 
made for Genesis. Features turbo-fire & 
slow motion control. $39.99 


Super Stick Remote Control 
This optional control unit turns the Super 
Stick into a remote control joystick. $34.99 


The Stick II 

The first joystick ever to work on the 
SNES and Genesis systems. Features 
slow-motion, turbo & auto fire, and a 
rotating keypad for custom fire button 
placement. Perfect for Street Fighter II! 


$54.99 
The Pad 
It's not just a pad, it’s an adventure! 
Features slow-motion, and turbo/auto fire 
control for each button. $24.99 


Action Replay PRO 

The Action Replay PRO (like the Game 
Genie) gives you the power to design and 
create your own game enhancement 
codes and level selects for any game! 


Nintendo 57999 


Super 8 Converter 
Coming Soon! The only converter that lets 
you play 8-bit NES games on your SNES! 


Atari Lynx No Price Yet! 


Power Lynk 

The only rechargeable battery pack for 
Atari Lynx. Rechargeable over 500 times. 
Avg charge lasts 6 hours. Can also be 
used as an AC adapter. $34.99 


Turbo €xpress 


Turbo Charger 

The only rechargeable battery pack for 
Turbo Express. Rechargeable over 500 
times. Avg charge lasts 4 hours. Can also 
be used as an AC Adapter. $39.99 
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Action Replay 

The Action Replay (like the Game Genie) 
lets you use secret codes and level 
selects on Game Boy! $49.99 


Light Master 

Compact light/magnifier for Game Boy! 
$14.99 

Battery Boy 

The worlds smallest, most powerful 

rechargeable battery pack for Game Boy. 

Average charge lasts over 14 hours. 
$19.99 

Solar Boy 

The only solar powered rechargeable 

battery pack for Game Boy! Recharges 

from the sun, avg charge lasts 14 hours! 


$39.99 
Game Gear 
Master Gear 
Now play Sega Master System games on 
Game Gear. $19.99 


Master Link 

Now play 2 player Master System games 
on one Game Gear simultaneously with a 
friend! $19.99 


Power Gear 

Raw Power! This rechargeable battery 
pack lasts over 4 hours, can be recharged 
over 500 times, and can be plugged into 
the wall to be used as an AC adapter! 
For More Info 

Innovation Technologies 

P.O. Box 360 

Old Saybrook, CT 06475 


34.99 


| ат ап owner of а 

TurboGrafx-16 and | am 

very disappointed with the 
шаш. 


way they advertise. | have 
owned my system for about two years 
and can’t understand why, with all of 
the great graphics and sound you get 
(not to mention all of the enjoyment), 
they don't advertise more. Oh, and by 
the way, have you looked at the 
pictures on the back of software 
packages lately? Yuck! That might 
possibly turn off some people inter- 
ested in buying one! Do you have 
any answers? 

Another thing, did you notice that 
some ads for Sega games contain 
photos identical to the ones in the 
reviews? 15 this a coincidence or just 
another example of Sega's total lack 
of originality? 

—Andrew Switter 
Cleveland, Tennessee 


In Japan, the PC Engine 
(TG-16) is far more popu- 
lar and secure with its 
market share than it is 
ever likely to be in the United States. 
Its determination to become as suc- 
cessful in the United States has been 
questionable, and the changes in 
management—even for the better- 
ment of the game system itself— 
inevitably hamper efforts to conduct 
business in a nation that is an ocean, 
a language and a culture away. This 
is part of the reason it's had so much 
trouble choosing box art and selling 
its games to Americans. Anyone 
who's been disappointed by TTI's ads 
should check out the full-page ads 
currently running in many comic 
books, displaying its most important 
features: a sizable software library, a 
reasonable price and Bonk. 

As for photos similar to those in 
the ads showing up in our reviews, 
we try to take our own screen shots 
of video games whenever possible; 
but there are times when we need 
additional photos from the game 
publisher because a game is too far 
from completion and we don't have 
a copy of it. 

As for the Sega ads, you're calling 
the people who created Herzog Zwei 
and ToeJam & Earl unoriginal?! 
They're no more unoriginal than any- 
one else right now. Our top in-house 
video-game experts suggest that 
if you really want originality, you 
should try the old masters of innova- 
tion—Atari. 
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| have an early SNES (рге- 
Christmas) and | recently 
noticed something strange. 
When | played my Super 
Adventure Island cart on my system, 
at the beginning of the game, Higgins 
would scale and rotate and his head 
would end up in the lower right-hand 
corner of the screen. However, on my 
friend’s newer SNES, Higgins’ head 
would end up in the upper left-hand 
corner of the screen. | know that | 
haven't reprogrammed my cart, so the 
difference must be in the system. Is 
this how you can tell a Super 
Famicom-compatible SNES from the 
newer (supposedly incompatible) 
ones, or did Nintendo just change 
some of the firmware without telling 
their licensees? 
—Ken D. 
via CompuServe 


Considering there are a 
rumored 28 versions of the 
NES available, it wouldn't 
surprise us at all if multiple 
versions of the SNES already exist. As 
for determining compatibility, the only 
way to make sure your SNES is compati- 
ble is to try out Super Famicom soft- 
ware. We do know, however, that the 
most recent SNESes are not com- 
patible with the Super Famicom. 
Any SNES owners trying to buy import- 
ed Super Famicom carts had better dou- 
ble-check, just in case they don’t work. 


| own a Sega Master 
System, plus four other 
systems and one portable. 
I've been looking through 
magazines for ads selling older Sega 
games, especially the classics. 
Looking at all of these ads gives me a 
headache; | can’t decide which one | 
should buy games from. | wrote to 
Sega, and all they gave me was a list 
of the newer games. | read your article 
in VG&CE about mail-order compa- 
nies, and it got me wondering which 
company | should trust. Do you know 
of any trustworthy mail-order houses 
that sell the classic Sega games? 
—Clark Otto 
Saukville, Wisconsin 


Close reading of the ads is 
the best way to decide 
which company to trust. If 
the ad doesn't specifically 


mention SMS games, they probably 
don’t carry the carts. Also, read the 
small print for the details of any guar- 
antees. We don't have the time or 
resources to extensively research every 
company that places an ad, but we do 
read every piece of mail sent to us. 

If we receive complaints about a 
specific advertiser, we'll investigate, and, 
if they are ripping off our readers, we'll 
pull the ad. Our advertisers are impor- 
tant to us, but they won't have a maga- 
zine to advertise in if they don't look 
out for our readers. 


When | first subscribed, | 
didn't have any game sys- 
tem, but now | have an 
NES. | am currently looking 
at portable systems and have some 
questions about technical specifications 
of the TurboExpress and the Game Gear. 
1. What is the color palette of the 
Game Gear? 
2. How many colors can be dis- 
played on the screen simultaneously? 
3. Are both systems 16-bit? 
4. Can carts used with the Genesis 
also be used with the Game Gear? 
5. Can both be used as color TVs? 
—Y. Tsentas 
Nicosia, Cyprus 


As for your first two ques- 
tions: The color palette on 
the Game Gear contains 
4,096 colors, with 32 dis- 
playable on the screen at the same time 
and 16 colors per sprite. The Turbo- 
Express has 512 colors, all of which 
may be used simultaneously on the 
screen, also with 16 colors per sprite. 

3. The Game Gear is an 8-bit 
machine, while the TurboExpress 
contains an 8-bit CPU with a 16-bit 
graphics processor. 

4. Unfortunately, Genesis carts will 
not work on the Game Gear. However, 
Sega sells an adapter that allows any 
Sega Master System cartridge to be 
played on the Game Gear. The 
TurboExpress will play any non-CD 
game that the TG-16 will, though it 
tends to obscure tiny details, such as 
small text. 

5. Both the Game Gear and 
TurboExpress have adapters that allow 
them to be used as televisions. 
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GENESIS & SNES 155 


Receive a $10.00 BONUS when you sell back 5 or more Games. 
SEGA GENESIS SUPER-NINTENDO 


We Sell Used/We Buy We Sell Used/We Buy 
Altered Beast $14/6 — Actraiser $34/22 
Castle of Illusion 29/18 Bill Laimbeer Bskb 34/22 

5 Drakken 34/22 
6 Earth Defense Force 


FUN—N—GAMES 
8130 La Mesa ВІ. 4209-C. La Mesa, СА 91941 
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SUPPORT 


RESEARCH. 


It Works Wonders. 


4 
@ American Heart Association 


KETP 


AC 


HOW TO DESIGN AND SELL 
VIDEO GAMES 
60 minute VHS Cassette 


NOW only $19.95 (plus $2.00 S & Н) or FREE with 
first 5 games ordered! 
Call SLIGO VIDEO at (310) 837-5422 for deepest discounts on games. 
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G AMES GALOR E 
VIDEOGAME SPECIALTIES 
-NEW &U р> 


Japanese & American games 
CALL WITH YOUR ORDER TODAY! 


304-429-3259 
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Synergistic Software 
We Specialize in Used 
"SEGA GENESIS GAMES" 
We guarantee to beat all advertised catalog prices. We 
рау more for used games than our competitors! To order 
а complete catolog send $1.00 to: Synergistic Software 
217 Jackle St. Crescent City, CA 95531 
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& SYSTEMS 
* DEALERS & WHOLESALE INQ. WELCOME 


COME & VISIT OUR STORES 
А 6316 LAUREL CANYON BLVD. 

N. HOLYWOOD, CA 91606 

Tel: (818) 766-2368 

FAX: (818) 766-1883 

12205 SANTA MONICA BLVD. 

WEST LOS ANGELES, CA 90025 

Tel: (310) 820-2800 


FAX: (310) 820- 8738 
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Does Your Heart Good. 


American Heart 
Association 


The Video Game Specialists 


A ATARI 7800" 


ATARI Ж 5200" 


24 HOUR 


ORDER/INFO LINE 


(214) 218-5800 


We can accept VISA and MASTERCARD orders by phone 
Money orders can be mailed to us for prompt processing. In 
Stock games ship within 24 hours. All games are brand new, 
even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 
cartridge and $5 per game system. Texas residents must pay 
7.25% sales tax. A single $3 processing charge is assessed 
per order. Prices and availability subject to change. We are 
proud to be a member of the Better Business Bureau of 
Dallas, and have been serving our customers since 1986. 


COMPARE OUR SERVICE AND SELECTION! 


GAME BOY” HE 


RE J 


A FEW EXAMPLES 


NINTENDO" 
LYNX” 


Genesis)” 


Personal Arcade’ 


ATARI ХЕ” 


JOYSTICKS 
ACCESSORIES 
HAND HELDS 


INTELLIVISION " 


SEGA GENESIS 
Game System $119.95 
Phantasy Star 4 $69.95 
Dragon's Fury $49.95 


COLECOVISION 


TURBOGRAFX-16 


Game System $69.95 
CD Player $149.95 
+Over 20 Titles at $19.95 


NEO-GEO 


GAME BOY 
Game System 
Return of Joker 
George Foreman 


$69.95 
$29.95 
$29.95 


SEGA GAME GEAR 


ATARI LYNX 
Lynx Color System $119.95 
Double Dragon $39.95 
Batman Returns $49.95 


ATARI 7800 


SUPER NES 


Game System $139.95 
Axelay $59.95 
Wings 2 $49.95 


PERSONAL ARCADE 


Turbo Module $59.95 
Hand Controller $19.95 
+Over 90 Titles Available!! 


Gold System 
Last Resort 
Mutation Nation 


$499.95 
$169.95 
$169.95 


Game System $119.95 
Bart Simpson $34.95 
Outrun Europa $34.95 


Game System 
F-14 Tomcat 
Rampage 


$39.95 
$19.95 
$14.95 


Game System $29.95 
Donkey Kong Jr $14.95 
Cabbage Patch Kid $19.95 


FOR A COMPLETE CATALOG 
SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO: 
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WN. ACTUAL SCREENS MAY Vary. 
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OCP is sending in Rehab Officers to clear the 
Streets of Old Detroit, making way for the 
construction of Delta City. When ROBOCOP 
sees helpless families forced out of their homes 
as the bulldozers move in, he joins the 
resistance movement to battle the Rehabs! 


Armed with a new multi-weapon arm 
attachment containing a large-bore cannon and 
a smart bomb, plus a gyropack for airborne 
assault capability, ROBOCOP faces a batallion 
of ED-209's, tanks, heavy artillery and a new 
adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 


0 
Suite D-102 
San Jose, CA 95131 


SUPER NINTENDO 


(Nintendo) 


ENTERTAINMENT 
SsvSTEm* 


Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they аге по lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


if you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


